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UTILIZING USER-GENERATED PHOTOS AS A SOURCE OF 
INSPIRATION FOR DESIGN IDEATION 
SUMMARY 
While the practices of industrial design is changing alongside the social and 
technological developments, it has been better understood that it is important to 
understand the user experiences and user’s point of view and to build an empathic 
understanding of the users in order to be successful in design. The tools and methods 
employed in user-centred design processes also developed towards understanding 
user experiences from the user’s point of view. Employing visual methods in 
collecting user information, collecting visual user information or information that 
could be expressed in visual forms, is one of the important common features of 
design ideation tools and methods. The user-generated photographs are voluntarily 
uploaded photographs of people’s own narrations representing their individual points 
of views. In an era where it becomes more and more important to understand the 
individual points of views of people in design practice, the user-generated photos 
available at the Internet can be an alternative visual source of inspiration in design 
ideation.  
With the changes in the industrial design practice due to social and technological 
changes, it is becoming more important to understand the individual perspectives and 
the experiences of the people designers aim to design for. This thesis presents a 
theoretical framework to discuss the use of user-generated photographs as a source of 
inspiration in the design ideation process in the context of experience driven design. 
In this thesis a prototype of a structure and a framework to utilize user-generated 
photographs in design ideation process is developed based on the theoretical 
framework constituted. 
In this thesis study, it is introduced that, user-generated photographs are an 
alternative and potential source of visual inspiration for the design ideation at the 
early stages of the industrial design process. In this thesis process a detailed literature 
review is carried out on two main areas to constitute the theoretical framework. An 
iterative literature review was also carried out throughout the whole thesis process to 
support and evaluate further outcomes. The first part of the literature review is on the 
shift of the user-centred design practices towards prioritizing user experiences. In 
this context, the innovative design tools and methods used in experience driven 
design practices are covered. In the second part of the literature review, the use of 
visual materials, especially the use of photographs as a source of inspiration and 
information in the design ideation processes is covered. At the end of the literature 
review, user-generated photographs are covered and a framework introducing the 
potential of user-generated photographs is presented. 
In the second part of the thesis, design ideation workshops were conducted to 
observe the utilization of user-generated photographs in the design process. These 
workshops were organised in Istanbul Technical University, Middle East Technical 
University, Izmir University of Economics and Aalto University with the 
  
xxii 
 
participation of novice designers enrolled in undergraduate and graduate design 
programmes. In these workshops the novice designers used user-generated 
photographs as a singled-out source of inspiration under controlled circumstances. 
The workshops were evaluated by going through the outcomes of the workshops, the 
designer presentations and the semi-structured interviews held after the workshops. 
The summary of the outcomes of this thesis is as follows:  
User-generated photos are a potential source for inspiration for design ideation for 
two related reasons, with their reference to the source of the images, referring to the 
individualistic nature of the photos and the search strategies employed to access 
these photos.  
Browsing and interpreting user-generated photos with a structure, under pre-
determined categories based on the aims of the ideation process, support creative 
idea generation. 
The workshops structure as a design ideation tool supports design ideation by 
helping determining design opportunities. 
User-generated photos help to build an understanding of user’s point of view based 
on designer’s experiences. The semantic difference of conceptualisations of the 
designer while browsing a photo with keywords, and the conceptualisations of the 
content-generating user while tagging and uploading the photo supports creative idea 
generation and determines how the designer utilizes the photograph.  
The workshop changes the orientation of image search of the novice designers. The 
designers who are exposed to the structured approach to utilize user-generated 
photographs produce concepts and ideas concentrated on the user behaviour, whereas 
designers who are working on the same brief but not exposed to the workshop 
structure produce ideas generally concentrating on the physical and functional 
qualities of products.   
Goal oriented image browsing enhances designers’ focus and supports creative 
ideation.  Besides the focus the workshop structure provides, in cases where it is 
possible, recreating user-generated photos enhances the empathic horizon of novice 
designers. 
User-generated photographs provide a transfer of experience from people to 
designers in visual forms. Designers browsing user-generated photographs can 
enhance their perspectives and empathise with the people they are designing for as 
they could see the world through their eyes. This empathic relation supports the 
designer in creative ideation in the process of designing products and services 
providing meaningful experiences to the people. The structure and the framework of 
the categories developed in this thesis study can be further developed to include not 
only novice designers but designers from all levels of expertise and can be developed 
into an innovative design tool for ideation.  
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 TASARIMDA FİKİR ÜRETME SÜRECİNDE İLHAM KAYNAĞI OLARAK 
KULLANICI KAYNAKLI FOTOĞRAFLARDAN YARARLANILMASI 
ÖZET 
Endüstriyel tasarım pratiğinde, kullanıcı odaklı tasarım terimi, tasarım sürecinde 
tasarım kararlarını alırken kullanıcının ihtiyaç ve arzularına öncelik veren bir tasarım 
anlayışını tarif etmek için kullanılır. Kullanıcı odaklı  endüstriyel tasarım, tasarım 
pratiğinde alternatif  bir uygulamayı değil, bir gerekliliği ve artık norma dönüşmüş 
bir uygulamayı vurgular. Endüstriyel tasarım pratiğinde kullanıcının arzu ve 
ihtiyaçlarını belirlemek ve tasarımın sürecini bunlara göre yönetmek uluslar arası 
olarak kabul görmüş temel bir mesleki uygulama, temel norm olmuştur. 
Son yıllarda, insanların bireysel deneyimlerine yönelik ürün ve hizmetler üretmeye 
yönelik eğilimler tasarım endüstrisinde kullanıcı odaklı tasarım faaliyetlerinin de 
değişmesine sebep olmuştur. Kullanıcıların arzu ve ihtiyaçlarını karşılamanın 
yanında onlara anlamlı deneyimler yaşatmayı amaçlayan ürünler ve hizmetler 
üretmeyi hedefleyen bir tasarım anlayışı ortaya çıkmıştır.  Kullanıcı deneyimlerini 
anlamayı ve bu deneyimlere hitap etmeyi amaçlayan endüstriyel tasarım etkinliğinde 
ise kullanıcıların sübjektif ve bireysel ihtiyaçlarını ve onların hayata bakış açılarını 
anlamak, dünyaya kullanıcıların gözüyle bakabilmek ve kullanıcılarla empati 
kurabilmek tasarım sürecinde tasarımcı için gerekli olan yetiler haline 
dönüşmüşlerdir.  
Tasarım sürecinde yaratıcı ve yenilikçi fikirlerin üretildiği ilk aşamalarda, tasarımda 
fikir üretme sürecini desteklemek için çeşitli tasarım araç ve yöntemleri kullanılır. 
Bu araç ve yöntemlerin bir kısmı pazarlama ya da tüketici davranışı araştırmalarında 
kullanılan araç ve yöntemlerden alınarak kullanılan yöntemlerdir. Bunun yanında 
tasarım alanının ihtiyaçları için var olan başka araç ve yöntemler de uyarlanıp 
tasarım sürecinde kullanılır. Son yıllarda değişen endüstriyel tasarım pratiğinde, yeni 
ortaya çıkan ihtiyaçları karışılmak için, kullanıcılarla ilgili daha sübjektif ve kişisel 
bilgilere ulaşabilmek için ve tasarımcıların yaratıcı süreçlerini desteklemek için ise, 
tasarım süreçleri için özel olarak kurgulanmış yenilikçi tasarım araç ve yöntemleri 
ortaya çıkmıştır. Tasarımcılar anlamlı kullanıcı deneyimleri tasarlayabilmek için 
kullanıcıların hayata bakış açılarını anlayabilmesi, kendilerini kullanıcıların yerine 
koyabilmesi gereklidir. Tasarımda yaratıcı ve yenilikçi fikir üretme sürecini 
desteklemek için tasarlanan bu araç ve yöntemlerin çeşitli ortak özellikleri vardır. 
Yenilikçi araç ve yöntemlerle toplanan bilgiler tasarımcıların kendi yorumlarını 
katabilmelerine uygun olmalıdır. Bu yöntemler, çeşitli koşullara uyarlanabilecek 
şekilde esnek olmalı,  deneysel olmalı ve keşfetmeye yönelik olmalıdır. Bu 
yöntemler genellikle endüstriyel tasarım sürecinin erken aşamalarında kullanılırlar. 
Bu araç ve yöntemler kullanıcılardan görsel yöntemlerle ya da görsel mecralarda 
ifade edilebilecek şekillerde bilgiler toplarlar. Görsellik, tasarımda fikir üretme 
sürecinde kullanılan yenilikçi araç ve yöntemlerin öne çıkan ortak özelliklerinden 
biri haline gelmiştir.  
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Tasarımcılar fikir üretme süreçlerinde bilgi ve ilham kaynağı olarak farklı 
mecralarda ulaştıkları görselleri kullanırlar. Endüstriyel tasarım sürecinde özellikle 
sürecin ilk adımlarında, dergiler, gazeteler, kitaplar gibi basılı görsel kaynaklar ve 
İnternet’te ulaşılan dijital görseller belirli araç ve yöntemlerin önerdiği şekilde ya da 
tasarımcıların kendi geliştirdikleri çeşitli stratejilerle sıklıkla kullanılmaktadır. Bunun 
yanında yenilikçi tasarım araç ve yöntemlerinin önerdiği yollarla da kullanıcılardan 
ya da başka kaynaklardan toplanılan görseller de tasarım yaratıcı fikir geliştirme 
etkinliğini desteklemek amacıyla kullanılır.  
Endüstriyel tasarım pratiğinde ve fikir üretimi sürecinde kullanılan araç ve 
yöntemlerin uygulamalarında yaşanan dönüşüme paralel olarak dijital teknolojiler 
alanındaki gelişmeler ve değişen kullanıcı davranışları da bu tezin çıkış noktasını 
belirleyen konular olmuştur. Dijital teknolojilerin gelişmesi ve İnternet kullanımının 
gelişmesi ve yaygınlaşması insanların daha çok görsel bilgi üretmesini ve 
paylaşmasını sağlamış, bu sayede fikrini ve deneyimlerini paylaşan, istediği 
alanlarda daha açık ve daha şeffaf bir toplum oluşmuştur. Başka bir deyişle Bilgi ve 
İletişim Teknolojilerinin gelişimi ile dijital fotoğrafın gelişmesi ve yaygınlaşması, 
fotoğraf üretmeyi ve paylaşmayı yaygın ve gündelik bir etkinlik haline getirmiştir.  
Dijital fotoğraf makineleri ve kameralı taşınabilir cihazların kullanımının 
yaygınlaşması ve bunlara paralel olarak Internet’te paylaşım kültürünün gelişmesi ile 
birlikte, kullanıcı kaynaklı içeriğin gelişmesi endüstriyel tasarım pratiği için bir 
potansiyel taşır. Gündelik hayatını, deneyimlerini ve hayata bakış açısını kendi 
ürettiği içerik ile paylaşmayı gündelik alışkanlık haline getiren ve çevresi ile 
ilişkisini bu şekilde kuran Internet kullanıcıları sağladıkları herkese açık görsel 
içerikle, tasarımcıların daha önce ulaşması mümkün olmayan çapta ve derinlikte 
görsel bilgiye ulaşmasının yolunu açılmıştır.  
Bu tez çalışması, insanların kişisel deneyimleri ve bakış açılarını kavramanın 
öneminin gitgide arttığı endüstriyel tasarım pratiğinde, kullanıcı kaynaklı 
fotoğrafların fikir üretimi sürecinde kullanılabilmesini tartışma için kuramsal bir 
çerçeve sunmaktadır.  Ayrıca, bu kavramsal çerçeveye dayanarak kullanıcı kaynaklı 
fotoğrafların tasarımda fikir geliştirme sürecinde tasarımcılar tarafından 
kullanabilmesi için prototip bir strüktür ve çerçeve geliştirmiştir.  
Bu çalışmada kullanıcı kaynaklı fotoğrafların, endüstriyel tasarım sürecinin erken 
aşamalarında, fikir üretim sürecinde alternatif bir ilham kaynağı olarak 
kullanılabileceği ortaya konmuştur. Bu süreçte, temel olarak iki ayrı alanda kapsamlı 
bir literatür taraması çalışması yapılmıştır. Tez çalışması boyunca ilgili diğer 
alanlarda da çalışmayı destekleyecek kaynak çalışmalar sürdürülmüştür. Literatür 
taraması sürecinde öncelikli olarak kullanıcı odaklı endüstriyel tasarım pratiğinin, 
anlamlı kullanıcı deneyimleri sunmayı amaçlayan ürün ve hizmetler geliştirmek 
yönünde geçirdiği değişim ele alınmıştır. Bu çerçevede deneyim eksenli tasarım 
sürecinde kullanılan araç ve yöntemler ele alınmış, özellikle fikir üretme sürecinde 
kullanılan katılımcı ve yenilikçi araç ve yöntemlerin özellikleri incelenmiştir. 
Literatür taramasının ikinci kısmında ise , tasarımda bilgi ve ilham kaynağı olarak 
görsel malzeme kullanımı derinlemesine irdelenmiş, özellikle tasarımda fikir üretme 
sürecinde fotoğraf kullanımı üzerinde durulmuştur. Literatür taramasının sonunda, bu 
çerçeve içerisinde kullanıcı kaynaklı fotoğrafların sunduğu alternatif potansiyel 
irdelenmiş ve kullanıcı kaynaklı fotoğrafların tasarımda fikir üretimi sürecinde 
kullanımı üzerine bir kuramsal bir tartışma çerçevesi geliştirilmiştir. 
Tez çalışmasının ikinci kısmında, kullanıcı kaynaklı fotoğrafların tasarımda fikir 
üretme süreçlerin tasarımcılar tarafından kullanılmasını gözlemek için tasarım atölye 
çalışmaları düzenlenmiştir. Bu atölye çalışmaları İstanbul Teknik Üniversitesi, Orta 
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Doğu Teknik Üniversitesi, İzmir Ekonomi Üniversitesi ve Aalto Üniversitesi’nde 
yürütülen yüksek lisans ve lisan düzeyinde öğrenci tasarımcılarla yapılmıştır. Bu 
atölye çalışmalarında tasarım sürecin başlangıcında kontrollü bir ortamda 
tasarımcılar fikir üretme sürecinde kullanıcı kaynaklı fotoğrafları kullanmışlardır.  
Atölye çalışmalarının sonuçları, tasarımcı sunuşları ve tasarımcılarla yarı 
yapılandırılmış literatür taramasında ortaya çıkan bulgular ve yeni kaynak taramaları 
ile değerlendirilmiştir.  Bu tez çalışmasının literatür taramasına dayalı kuramsal 
çerçevesi ve uygulamalı atölye çalışmalarının sonuçlarının değerlendirilmesi ile 
ortaya çıkan sonuçları şöyledir: 
Kullanıcı kaynaklı fotoğraflar, İnternet kullanıcılarının kendilerini ifade etmek ve 
fikirlerini, düşüncelerini , deneyimlerini iletmek için gönüllü olarak sağladıkları 
görsellerdir. Kullanıcı kaynaklı fotoğraflar, kaynaklarından dolayı sıradan insanların 
bakış açısını sunmaları ve bu fotoğraflara erişme yöntemlerinin sağladığı olanaklarla 
endüstriyel tasarımda fikir üretme sürecinde kullanılabilecek potansiyel ve alternatif 
bir görsel ilham kaynağıdır. 
Kullanıcı kaynaklı fotoğrafların tasarımda ilham kaynağı olarak kullanılması 
sürecinde bu fotoğrafları çerçevesi önceden belirlenen bir yapıda kullanmak, fotoğraf 
aramalarını önceden belirlenen kategoriler altında yapmak ve fotoğrafları bu 
çerçevelerle yorumlamak fikir üretimi sürecinde tasarımcılara yardımcı olur.  
 
Atölye çalışmaları ile gelişerek belirlenen bu yapı ile kullanılan kullanıcı kaynaklı 
fotoğraflar tasarım olanaklarının belirlenmesinde tasarımcılara yardımcı olur. 
Tasarımcıların kendi deneyimlerinin katkısı ile yorumlanan kullanıcı kaynaklı 
fotoğraflar, tasarım sürecinde hedeflenen kullanıcıların bakış açısını anlamakta 
tasarımcılara yardımcı olurlar. Yapılan atölye çalışmalarında tasarımcının İnternet’te 
fotoğraf araması yaparken kullandığı anahtar sözcükler ve karşılığında arama 
yaparken kafasında canlandırdığı görüntünün, fotoğrafı sağlayan kullanıcın o 
fotoğrafı tanımlamakta kullandığı sözcükler ve karşılığında sağladığı görsel 
arasındaki benzerlikler ve farklar tasarımcının bu fotoğrafı çeşitli amaçlarla fikir 
üretme sürecinde kullandığı belirlenmiştir. 
  
Atölye çalışmaları sürecinde geliştirilen yapı ile kullanıcı kaynaklı fotoğrafları ilham 
kaynağı olarak kullanan tasarımcıların fikir geliştirme süreçlerinin, aynı süreçte 
kullanıcı kaynaklı fotoğrafları kullanmayan tasarımcılarla farklılık gösterdiği, 
kullanıcı kaynaklı fotoğraflar kullanılarak geliştirilen fikirlerin diğerlerininki gibi 
ürün, malzeme ya da teknoloji odaklı değil kullanıcı odaklı olduğu gözlemlenmiştir. 
Bu şekilde kullanıcı kaynaklı fotoğrafların önerilen çerçeve ile kullanılmasının 
tasarımda görüntü kullanımını şekillendirdiği ve tasarımcıları yönlendirebildiği 
ortaya çıkmıştır. 
 
Atölye çalışmaları sırasında yapılan gözlem ve değerlendirmeler ile atölye 
çalışmaları sonrası yapılan görüşmelerde, fikir üretim sürecinde atölyeler için 
geliştirilen çerçevenin kullanılmasının tasarımcıların fikir üretimi sürecine daha iyi 
odaklanmasını sağladığı ve yaratıcı fikir üretme sürecini desteklediği ortaya 
çıkmıştır. Bunun yanında tasarımcıların önerilen çerçeve içerisinde ulaştıkları 
fotoğraflardan seçtiklerini yeniden üretmesi sürecinin de tasarımcıların fikir üretmek 
sürecine katkıda bulunduğu anlaşılmıştır.  
 
Kullanıcı kaynaklı fotoğraflar, içeriği sağlayan insanların deneyimlerinin görsel 
yollarla tasarımcılara geçmesini sağlar. Bu fotoğrafları gözden geçiren tasarımcı, 
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dünyaya başkalarının gözünden bakabilir, potansiyel kullanıcıların bakış açılarını 
anlayabilir ve onlarla empati kurabilir. Kullanıcı kaynaklı fotoğrafları önerilen yapı 
ile irdelemenin tasarımcının gelecekteki potansiyel kullanıcılarla empati 
kurabilmesine ve kullanıcılara anlamlı deneyimler sunacak ürün ve hizmetler 
üretebilmesi konusunda ona yardımcı olacaktır. Bu tez çalışmasında geliştirilen 
atölye çalışması yapısının, sadece öğrenci tasarımcıları değil her deneyim 
derecesinden tasarımcı kapsayacak şekilde geliştirilerek tasarımda fikir üretme 
sürecinde kullanılabilecek yenilikçi bir tasarım yöntemi olması öngörülmektedir.  
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1.  INTRODUCTION 
1.1 Background of the Thesis 
User-centred design defines a shift in design profession towards prioritizing users’ 
needs and desires in order to be able to address these with satisfying design solutions. 
Various tools and methods are borrowed, adapted or developed to gather information 
and inspiration from users in order to transform this knowledge into design practices. 
A more recent shift in economy concerning product design, the widely quoted shift 
towards an economy more focused on consumer experiences (Brown, 2009; Pine & 
Gilmore, 1999), also triggers the emergence of new practices in product design 
research and applications. One might argue that the design industry is getting more 
inclined towards developing tools and methods to analyse and understand user 
experiences. Design becomes increasingly meeting ‘soft’ needs: lifestyle, fashion, 
changing tastes, cultural relevance. Alongside the design trends are rapidly evolving 
technological developments, which create new design fields and needs. The question 
is, according to Press and Cooper (2003), how the designer makes sense of the 
processes of change and predicts their future evolution.  
McDonnagh and Formosa (2005) points out the shift towards designing for 
experience, stating that that design is now more about satisfying user needs beyond 
the utilitarian functional needs (as cited in McDonagh, 2008) and generating positive 
user experiences. This shift invites both academics and people from the industry to 
work on the issue. In a document explaining the objectives of the European Union’s 
6th Frame ENGAGE project (whose ultimate objective is to open industry in the 
European Union to a knowledge-based economy to satisfy people’s subjective and 
emotional lifestyle needs) Tito (2006) states that “quality" has moved beyond 
functionality and usability to satisfying people’s subjective and emotional lifestyle 
needs. The necessity to address the subjective user needs became evident in the 
design profession. “As the mass markets crumbled, it became necessary to target 
particular tastes and attitudes” (Cagan & Vogel 2002 cited in Battarbee, 2003, p. 20). 
  
2 
It is now important to determine and design for the subjective needs of the individual 
users. The importance of subjectivity in the new experience economy rendered each 
different individual user’s point of view valid and worth to be explored. It means, 
designers can learn, get informed or inspired by any individual user even if that user 
does not represent a group of users. With this transformation, experience is becoming 
the centre of the products, systems and services developed by design practices. 
Understanding users’ experiences and designing for enhancing these experiences 
becomes the central motivation for designers. In the experience economy, it becomes 
crucial for the designers to develop an empathic understanding of the users for 
grasping their point of view and seeing the world through their eyes (Press & 
Cooper, 2003).  
Alongside the change in the field of user-centred design practices towards designing 
for experiences, the need to know the ways to learn more about the subjective needs 
of the people became evident. The methods which has been applied within the field 
of user-centred design to know more about people such as ethnographic methods, 
task analyses, testing techniques adapted from experimental psychology, etc. 
emphasize objective observations of people’s behaviours and also their reactions to 
presented design scenarios. Designing for experience requires integrating subjective 
phenomena, people’s “thoughts and feelings – their motivation, emotions, mental 
models, values, priorities, preferences and inner conflicts” into design ideation. 
These subjective phenomena make up people’s experiences and designers should be 
able to subjectively make empathic inferences (Suri, 2003, p. 42). These emerging 
needs for innovative tools and methods to gather subjective user information also 
affect design ideation practices. Visual and interpretative designerly thinking is 
supported by practical and visual tools as well as other ideation materials (Cross, 
2011; Mattelmäki, 2008). The participatory and visual nature of innovative tools and 
methods become prominent and common in user-centred design practices. The 
inspiration for interpretation and investigation offered by “creative, generative and 
visual approaches” help designers to develop an empathic understanding of users’ 
experiences (Mattelmäki, 2008, p. 20). 
Emerging innovative design tools and method prioritize using visuals for ideation 
and communication, as images are a part of designerly thinking and design practices.  
Referring to visual sources i.e. images as sources of inspiration is a common practice 
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among designers (Cross, 2006; Eckert and Stacey, 2003; Schön, 1983; Westerman & 
Kaur, 2007). Designers browse and collect photos and images from different sources 
to support their creative ideation processes.  Whether they are still images or moving 
images, visual materials provide possibilities for designers to collect information at 
the initial steps of design to generate ideas and to demonstrate and discuss their 
inspirations towards a definite design project. Images inspire and inform designers in 
various steps of product development as well as helping them to communicate with 
each other and with other people involved in the deign process (Mougenot, 
Bouchard, Aoussat, & Westerman, 2008; Omhover et al, 2007). Besides printed 
sources, creative product design can also be supported by Internet based retrieval of 
inspirational images (Westerman & Kaur, 2007).   
The shift towards experience driven design practices and the emerging importance of 
understanding individual users and empathising with them is also matched with the 
shift in the user behaviour. There is an evident shift from being a passive consumer 
to being an active participant for design development. And in this environment, it 
becomes more important to understand the story of the consumer (Turner, 2009). The 
shift from passive consumers into active participants are not only supported with 
emerging design methods but also supported by the new possibilities presented by 
Information and Communication Technologies (ICTs). The passive consumer has 
turned into a an active, experience seeking user who can share his or her experiences 
and also can easily demand the augmentation of the services and products that 
provide the sought experience. In other words, there is also a shift from a generation 
of users who had fewer possibilities and fewer channels to communicate their 
opinions, desires and expressions, towards a transparent generation of networked 
citizens living in networked society and explicitly express, share and exhibit their 
experiences and their thoughts, ideas and perceptions constantly via social 
networking website profiles, blogs, video and photo sharing websites.  It is important 
to try to find channels or to try to explore the users’ preferred channels to understand 
the motives of these new, more transparent, proactive, “emotional experiencer” 
users. 
In an environment where the ability to interpret users’ subjective and individual 
needs, desires and conceptualisations are paramount for developing products that 
better address user experiences, and where the design practices are evolving towards 
  
4 
employing visual tools and methods, user-generated photos as a medium for people 
to visually express themselves constitute an emerging potential as a source of 
creative inspiration for design ideation. Idea generated in design ideation process can 
be understood as a basic element of thought, and it can be visual, concrete or abstract 
(Jonson, 2005).  
User-generated photos refer to the digital photos available at websites or online 
photo sharing platforms like Flickr or Instagram, taken and uploaded by Internet 
users. User-generated photos are a type of user-generated or user-created content, an 
umbrella term to define text, images and videos created and uploaded by people 
without seeking a commercial gain (Wunsch-Vincent & Vickery, 2007). User-
generated photos are uploaded with accompanying user-generated definitions of the 
photos. This individually and personally defined meanings of these photos, their 
source referring to the real people and their non-commercial nature make them a 
relevant topic to be explored.  
1.2 The Argument of the Thesis 
The emerging empathic approach to designing for experience accepts that designing 
for user experience begins with creating a rich, empathic understanding of the users’ 
desired experiences. The development of the concepts and products based on these 
concepts come after the designers establish an empathic understanding of the users 
and their desired experiences (Battarbee & Koskinen, 2005). “The methods used in 
empathic approaches aim to provide an understanding of users’ experiences with 
qualitative methods; they also assist users in constructing, for designers, descriptions 
of their experiences, dreams, expectations and life context” (Dandavate, Sanders, & 
Stuart, 1996 cited in Battarbee & Koskinen, 2005, p. 7). Getting to know the user 
rely on acquiring various forms of information from the users with various methods. 
“Typically, these methods combine visual and textual data, self-documentation and 
projective tasks, several of which are used in parallel. This approach aims to inspire 
designers rather than produce testable hypotheses through measurement and 
conceptual elaboration” (Battarbee & Koskinen, 2005, p. 7).  
The innovative and participatory methods used in product design aim to provide 
means to the users to enable them to visualise their point of view, preferences and 
ideas. Users are given tools to express their individual perceptions with written 
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documents, charts, boards, images and even basic modelling equipment. Whether 
they are classical methods, adapted methods or innovative experiential methods, 
researchers or designers initiate the inquiry and gather visual information from the 
users’ narratives by directly demanding it. The people, the potential users involved in 
the steps of research and provided information about themselves are considered as 
important sources of insight and innovation (McDonagh, Denton, & Chapman, 
2009).   
This thesis argues that user-generated visual content, especially user-generated 
photos in particular, provide a rich source of inspiration for designers as they reveal 
people’s conceptualisations, perspectives and associations. Referring to visual 
manifestations about the personal lives of real people provide a novel and unique 
potential to collect visual stories from a diverse group of potential users. Exploring 
and interpreting content-generating users’ associations of visuals with concepts, 
places, emotions, colours, textures, intangible personal values, etc. provides not only 
subjective information about people but also provide a visual source for creative 
ideation at the initial steps of the product design process. User-generated photos thus 
are valuable sources that provide real and illustrated consumer stories. In other 
words, these sources can inform and inspire the designers to make empathic 
inferences and to grasp various users’ point of views.  
Photo sharing websites work on user specified classification of content. Popular 
image sharing websites like Flickr allow its users to tag their input both to be able to 
organize the content and to increase its accessibility. Metadata attached to visual data 
in the form of user-generated tags provide an overview of how individuals perceive 
concepts and classify visual data. Analysing the visual content and the tags attached 
to them helps us to learn a common informal taxonomy – a so-called folksonomy – 
built upon the tags used by large numbers of users to annotate content for their 
personal use (Plangprasopchok & Lerman, 2009). Analysis of a folksonomy that 
emerges from a bottom up from the bits of knowledge about the world expressed by 
many users using uncontrolled personal vocabularies (Plangprasopchok & Lerman, 
2009) present a collective knowledge about users’ preferences. Annotated photos 
allow easy access to visuals that reveal how real people visualise their thoughts, 
ideas and perceptions from their own perspective. They can cast light onto what the 
people experience and find important and what they share and show. User-generated 
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photos provide first hand information to help analysing the content-generating users 
and their personal point of views. In other words, user-generated photos reveal the 
semantic associations of the people generating them. User-generated photos are 
accessed through a keyword search. Image retrieval based on a keyword search 
provides the opportunity to see the difference between how the searching designer or 
researcher conceptualise and mentally visualise a situation and how, in return, the 
content-generating users conceptualise and visualise a situation.   
Besides the preview to the personal perspectives they provide, user-generated photo 
sharing websites provide designers the opportunity to collect vast amount of visual 
information from different individuals around the world simultaneously and 
continuously. They provide fast, repeatable, updatable, and sharable visual research. 
Simultaneously carried out, remote and multi-sited observations on what different 
people show can be a valuable inspirational input for design ideation. With the 
possibilities and practicalities they provide and with their accessibility and their 
participatory nature user-generated photos constitute opportunities to be exploited for 
design ideation. 
User-generated photos reflect people’s perceptions. Their visual nature discloses how 
people see and conceptualise things and how they narrate their experiences. They are 
the self-documentation of people who may be the potential users the designers aim to 
design for. These people voluntarily present fragments of their narratives. These 
photos are recorded and uploaded with people’s initiative to express their thoughts, 
ideas, experiences and perceptions. They are uploaded to be seen and to be shown. 
These photos can constitute an asynchronous communication between potential users 
and designers. Designers can access and browse through various people’s photos to 
interpret these visual narratives from multiple users and multiple perspectives 
whenever they want.  
This thesis also argues that it is possible to develop a systematic inquiry (a 
framework/protocol) to utilize user-generated photos for design ideation at the early 
stages of product design process. Alongside with the conventional design research 
methods, the interpretation of user-generated photos provides a rich source of 
information about the people, their behaviours, and their physical and cultural 
environment. In order to exploit the potential of user-generated photos for ideation a 
framework should be developed based on the evaluation of emerging user-centred 
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design tools and methods that are employing visuals and also based on the visual 
analysis methods. The visual content can be explored and interpreted for getting a 
rapid insight about the user at the early stages of the design process. User-generated 
content provides inspirational input at the early stages of design to develop creative 
design possibilities towards solutions that better addresses the individual lifestyle 
needs and experiences of diverse users.  
1.3 Purpose of Thesis 
The point of departure for this thesis is based on the supposition that user-generated 
photos have a rich potential as a source of inspiration for design ideation. This 
supposition is based on recent shifts concerning user-centred design. The design 
economy and the user-centred design practices are evolving towards prioritizing 
understanding and enhancing user experiences. In order to be able to design for 
experiences, innovative design tools and methods with a participatory and visual 
nature emerge in order to develop an empathic understanding of people’s experiences 
and their point of views. Furthermore, as the need to get to know individual users’ 
point of views emerged, the users also became more equipped to express and 
disseminate their own perspectives. Advances in digital technologies and the Internet 
triggered the proliferation of digital and mobile photography as well as the means to 
disseminate them with the emergence of user-generated media.  
The purpose of this thesis is twofold. First, this thesis aims to develop a theoretical 
framework to disclose the value and potential of user-generated photos as a source of 
inspiration for design ideation at the early stages of product design process.  
Second, this thesis aims to prototype an exploratory design ideation tool by utilizing 
user-generated photos via 
 involving the personal photos of people to design ideation and engage designers 
with this relevant visual material to support idea generation 
 developing and empathic understanding of potential users via exploring and 
interpreting people’s visual narratives, which reveal their conceptualisations, 
associations and perspectives 
 identifying design opportunities based on people’s visual narratives 
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to develop an empathic understanding of potential users and their perspectives to 
develop concepts, to identify design opportunities and to develop strategies at the 
early stages of product design process for further steps of the design process.  
1.4 Method of the Thesis  
This thesis consists of three main parts, the literature review and the development of 
the methodology, design ideation workshops and the discussion of the workshop 
results with reference to the literature review.  
In the first part the literature review for discussing the rationale of the thesis will be 
presented. The discussion in this first part addresses the changes in user-centred 
design practices. The discussion focuses on the emerging design tools methods to 
further elaborate on the visual sources used in user-design practices. A special 
emphasis will be put on the employment of photographs in various design methods. 
The review of design tools and methods then will be presented to constitute the 
necessary theoretical background to discuss the potential of user-generated photos 
for design ideation. The emergence of user-generated media with particular interest 
in user generated photos with reference to the source of the images and the image 
retrieval process will be presented to build a theoretical framework for the discussion 
of the potential and value of user-generated images for design ideation. The 
methodology of the thesis and the rationale of the proposed workshops developed 
with reference to the theoretical framework will be presented at the end of the first 
part. Special emphasis will be put on discussing the qualitative and interpretative 
structure of the design ideation tools and methods for designing for experiences.    
This thesis adopts a qualitative approach as a research strategy. It aims to explore the 
employment of a novel source of visual inspiration for the emerging needs of the 
designers in developing an empathic understanding the user’s point of view. The 
user-generated photos are a result of emerging technological advances and 
accompanying new habits and they are argued to be employed to support the 
emerging needs of designers for making empathic inferences for identifying design 
opportunities. The qualitative approach adopted, which is supported by the relevant 
literature review, enables the author to develop a framework to discuss his arguments 
and to develop the first prototype as a design ideation workshop to gather 
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information on how designers reflect upon the utilization of user-generated photos in 
design ideation.     
In the second part of the thesis, a prototype of a design ideation tool as a half-day 
workshop was developed to involve the personal photos of people to design ideation 
process and to engage designers with this relevant visual material to support idea 
generation. In the design ideation workshops the participant novice designers were 
asked to retrieve user-generated photos from the Internet to generate creative 
interpretations based on those images. The author organised and moderated the 
workshops to be able to observe the designers throughout idea generation sessions. In 
order to evaluate the workshop sessions, selected participants were asked to present 
their workshop processes and later selected participants were interviewed to gather 
their reflexive evaluations. The workshop structure was developed further with the 
evaluation of each workshop outcome and additional literature review.  
In the third part, the evaluation of the workshops with reference to the literature 
review, observations, and designer interviews will be presented. An overall 
discussion of the thesis arguments and the evaluation of outcomes of the research 
will be presented to conclude this thesis.      
1.5 The Structure of the Thesis 
This thesis consists of 6 chapters. The structure of this thesis is as follows: 
In this first chapter, the rationale, the purpose and the method of the thesis are 
explained.  
In the second chapter a general review of the tools and methods employed in user-
centred design practices will be covered. The models trying to map the design 
research methods will be reviewed and compared to discuss the characteristics of the 
emerging tools and methods for design ideation at the early stages of product design 
process.  
In the third chapter a review of the use of the images in design ideation process, with 
a special emphasis on the employment of photos will be discussed. A comparative 
evaluation of the photos employed in design research methods and the characteristics 
of user-generated photos will also be covered in this chapter with reference to the 
sources and search strategies of user-generated photos.  
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In the fourth chapter thesis research methodology based on the literature review and 
the purpose of the thesis will be discussed. The rationale of the thesis will be 
summarised to present the rationale and the structure of the workshops.   
In the fifth chapter the workshops will be presented. Each workshop will be 
presented with their design brief and a summary of the process alongside the 
outcomes and the results. The interviews held after workshops and evaluation of the 
workshops will be presented in this chapter.  
In the sixth chapter the outcomes from the workshops will be discussed in the light of 
the literature review and thesis aims to present the conclusion of the thesis. The 
evaluation of the thesis process and the possible further works stemming from this 
thesis research will also be discussed in this chapter.   
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2. THE SHIFT IN USER-CENTRED DESIGN 
2.1 Introduction 
This chapter aims to present an overview of the change in user-centred design 
practices towards considering and prioritizing user experiences and users’ point of 
view in product design processes. The change of emphasis in design practices 
towards creating meaningful user experiences renders the necessity of employing 
new interpretative tools and methods to build an empathic understanding of the users. 
Employing interpretative tools and methods for building an empathic understanding 
of the users is a key part of creative ideation at the very early phases of product 
design process. Building an empathic understanding of the users provide designers 
the ability to interpret user experiences by using the users as sources of information 
and inspiration.  
2.2 User-Centred Design 
 Hanington (2003) states that user-centred design approach emphasizes that it is 
essential to take the user research into account in different phases of product design 
and development processes. User-centred design priorities developing strategies to 
access, evaluate and interpret user information to develop design solutions based on 
the user’s needs, desires and requirements.  User-centred design takes people at the 
focus of its activities, thus is a human-centric process. It uses the information 
collected and the knowledge acquired to develop design products, thus it is also a 
design- centric process. The human- and design-centric process also implicitly has 
research embedded within the context of design. Design, “in turn, is recognized as an 
activity inherently tied to human needs and concerns”(Hanington, 2003, p. 10).  
Today, user-centred design has become a norm rather than point of view and 
understanding the user is essential in user-centred industrial design. Mattelmäki 
refers to Ahola (1978) and Dreyfuss (1974) to emphasize that the role of industrial 
design has traditionally been consideration for the users’ perspective (Mattelmäki, 
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2008).  She also refers to Cagan and Vogel (2002) to state that user-centred design 
has become generally accepted procedure in industrial design practice (Cagan & 
Vogel 2002 cited in Mattelmäki, 2008).   
User-centred design keeps expanding and dynamically redefines itself with the 
advance of technology, with the requirements of the economy and with the evolution 
of the society, thus the users. In the recent years, the procedures of user-centred 
design also evolved towards developing a more holistic understanding of the users. 
The transformation of economy towards an experience-centric one prompts designers 
to aim to create meaningful experiences for the users (Press & Cooper, 2003). With 
the advance of technology, many products became similar in their functionality, price 
and quality. So differentiating a product in the market requires offering evocative 
products that build stronger emotional connections with the users. Designers are also 
challenged with this transformation and need to offer services “to help companies 
explore and visualise directions for their future offerings evoke and support different 
qualities of experience” (Suri, 2003, p. 39).  
2.3 User Experience in User-Centred Design 
User-centred design evolves from creating products towards creating meaningful 
experiences for people via products, communications or environments. Designing for 
experience involves putting people first, seeing the world through their eyes and 
feeling with their senses’ (Press & Cooper, 2003). Thus, developing a holistic 
understanding of the user, placing the user’s point of view at the centre of the 
ideation, research and design development processes is at paramount importance.   
With the transformation of the economy towards an experienced based one, the 
assumptions about the user profile have also changed. The previously considered 
profile of a rationally acting user is now accepted as being transformed into a 
multidimensional, “emotional experiencer” (Mattelmäki 2008, p. 20). An 
understanding of a sample user carrying out foreseeable tasks has transformed into 
an individual user, with complicated personal and cultural behaviours seeking 
positive experiences based on his or her individual lifestyle. Emotions and personal 
experiences are accepted to play an important role in this user’s decisions (Jordan 
2000; Norman 2004). Designing for user experience begins with creating a rich, 
empathic understanding of the users’ desired experiences and only then designing 
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concepts and products to support them. Design empathy utilizes not only of the 
emotions of the users, but also those of the designers. In order to become not merely 
informed but also inspired, designers must both observe and feel for the users 
(Kankainen 2002; Mäkelä & Suri 2001 cited in Battarbee & Koskinen, 2005).  
2.4 User Information Providing User’s Point of View  
Designers are being invited to influence not just the look and feel of individual things 
but the quality of experience that people have as they live their lives through time 
and space, encountering the design world. In order to be able to design with people’s 
experiences in mind, designers need to “better understand what qualities matter to 
people” and in order to be able to understand what matters to people, designers 
should adopt new ways of acquiring relevant information to inspire and inform 
design (Suri, 2003, p. 42). However, although designers can influence the user 
experience by designing the factors that affect the users, experience itself solely 
cannot be designed (Sanders, 2002; Suri, 2003). User’s experience is individual and 
personal; it is multidimensional and context-dependent. That is why user experience 
“can never be completely explained or engineered. User information is the raw 
material that has to be understood in order to put in place the preconditions for 
positive experiences” (Jääskö & Keinonen cited in Keinonen & Takala 2006: 94).   
The experience is completed during interaction with the product but the causes and 
the sources of the experience not only lies in the properties of the product, its 
physical attributes, the environment of interaction or the people around but also lies 
in the identity and the personality of the user, the cultural background of the user and 
the past memories and the future expectations of the user. That is why understanding 
the user’s lifestyle, the user’s point of view as well as user’s associations and past 
experiences are relevant for developing a holistic understanding of the user to be able 
to create meaningful experiences.  
The user information and the inspiration derived from it help the designer to 
empathise with the users and interpret the possible experiences that can be induced 
by the designed product. Designer’s evaluation and interpretation of the user 
information and the designer’s own experiences help the designers to develop a 
design strategy. As Jääskö and Keinonen (2005 cited in Keinonen & Takala 2006) 
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reminds, user information functions as a key source of information when it is used 
skilfully.  
2.5 User-Centred Design Methods Towards Understanding User Experiences 
Designers employ various methods and their personal set of skills to convert user 
input into design ideation and finally into design solutions to be able to create much 
sought meaningful experiences for the end users. These tools and methods aim to 
gather user information that sheds light to the origins of the needs and desires as well 
as the definition of user experience from the user’s point of view. Mattelmäki (2008) 
argues that the change towards prioritizing experiences in the recent years also 
extends to the practice of user-centred design, education and research into it, which 
has started applying and developing approaches particularly suited to design thinking 
and making. The objective, according to Mattelmäki, “has been to encourage the 
designers’ empathy, to connect knowledge and inspiration, to facilitate or support 
teamwork; hatching out ideas, communicating and making decisions” (Mattelmäki, 
2008, p.17). 
2.5.1 Two models on design research methods 
User research aims to accumulate knowledge about the people to inform the design 
process and fuel inspiration and creativity. Design as an activity integrating a variety 
of different input and different problem solving skills provided by different 
disciplines employs an array of methods to accumulate knowledge about the people 
also. Below, two models of classification of methods used to gather user information 
is presented. Bruce Hanington (2003) and Fulton Suri (2003) present their 
nomenclature of methods first to distinguish the qualitative and quantitative methods 
user-centred design discipline borrows and incorporates from other disciplines and 
second to emphasize the emergence and the distinguishing qualities of novel methods 
suited for design thinking with user experiences in mind.  
2.5.1.1 Hanington’s classification of methods 
Hanington (2003) defines user research as an activity to collect information from 
people to inform designer’s understanding and knowledge of their needs, desires and 
thought processes, taking place alongside many stages of a design project. Hanington 
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(2003) makes a classification of methods, separating them into three major categories 
according to the origins and sources of the methods as well as the output they 
provide (Figure 2.1). 
Traditional methods, according to Hanington (2003) are the traditional methods of 
marketing, like surveys or questionnaires, which provide access to large numbers of 
people. They are used mostly as they are designed, without needing many changes in 
order to adapt them for using in a design process. Besides the criticism against the  
 
Figure 2.1: Classification of Research Methods in ‘Human-Centred Design’ 
adapted from Hanington (2003). 
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reliability of these methods, the criticism towards the capabilities of these methods is 
more important in providing creative inspiration within the framework of this thesis. 
These methods are better for confirming known entities and rather less critical in 
determining undiscovered information (Hanington, 2003). 
Adapted methods are used to define the methods which are mainly invented for 
seeking knowledge in especially human research disciplines but borrowed from these 
disciplines in order to be used in design research. These methods, like ethnographic 
methods are adapted according to the needs of a design researcher in a human-
centred design process. Ethnographic methods, for example requires devoting a long 
time in the field to collect information whereas design ethnography being adapted to 
the needs of a design process condenses the time spent to observe the use of artefacts 
in their settings.  
Innovative methods are the newly established and the emerging methods “that 
represent credible ways of collecting user information through creative means” 
(Hanington, 2003, p.15). Innovative methods should include and provide visual input 
to the designers who are fundamentally involved in a visual and creative activity. 
The visual nature of the innovative design research methods help the designer to 
respond to that language for “a more natural transition to design decisions from 
visual information” (Hanington, 2003, p. 15). Innovative methods are especially 
tailored methods aiming specifically to be used in design process. They include 
creative sessions, such as design workshops among others, aiming to engage users in 
producing visual expressions to communicate their point of view (Hanington, 2003). 
2.5.1.2 Suri’s classification of methods 
Different than Hanington (2003), Suri (2003) classifies methods first in two major 
categories (Figure 2.2). The first group consists of ‘science-based’ methods 
borrowed and adapted from classical research methods used in other areas of 
research. These methods include methods now applied within human-centred design 
such as ethnographic method, physical and cognitive task analyses, social network 
analysis and testing techniques adapted from experimental psychology. These 
methods that provide objective observation of people’s behaviours and also their 
reactions to some presented specific design scenarios. The second group of methods, 
on the other hand, provide observations and provide affordances to collect subjective 
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user information to help designers to make empathic inferences to be able to design 
with people’s experiences in mind. She later adds the classical data collection 
methods (such as surveys and questionnaires) and puts these methods into four 
classes ranging them from objective to subjective to understand what really matters 
for designers: 
1. Learning from Data (Whether secondary sources or designers’ own analyses) 
2. Looking at people in context 
3. Asking people to participate 
4. Trying tasks as designers 
 Objective data collected about a product and the user’s evaluation of that product 
collected with traditional research methods provides detailed objective information 
and useful design guidance but lack to provide insight about the qualitative nature of 
experience. Mainly ethnographic methods that look at people in context provide 
much more qualitative insight about the interaction of a user with a product or a 
system in a context but as these methods rely on the observer, they also requires 
inference by the designer.  
 
Figure 2.2 : General classification of methods used in design process adapted 
by Suri (2003). 
Projective methods that ask people to participate in the design research allow the 
users to explore and express their own perception, revealing what matters to them. 
These methods based on user’s creation provide both information and inspiration to 
the designer. Some of the methods classified under this tile include photo-diaries, 
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collages, personal narratives, cognitive maps, and probes. These methods provide 
raw images about real people rather than analysed data. The image based unedited 
personal stories help the designers to capture important and personal insights. The 
personal connection of the designer with the visual materials users provide stirs 
empathy and help designers to get a better understanding of what matters for the 
people they aim to design for. 
Methods involving trying tasks as designers help designers to approximate user 
experiences by trying the experience in their own ways. User’s experience cannot be 
exactly copied or recaptured, but following the steps of the users provide an 
empathic understanding of the user experiences based on understanding designers’ 
own experiences under similar product interaction conditions (Suri, 2003, p 42-43). 
2.5.2 Evaluation of the two models 
Both of the classifications of design methods make a distinction between established 
methods borrowed or adapted from other disciplines trying to produce generalizable 
objective knowledge about people and emerging designerly methods devised for 
design trying to produce more subjective knowledge about people. The methods in 
both of the ends of both of the proposed models help designers to synthesize valuable 
knowledge used in different stages of user-centred design process. None of these 
methods are enough for the whole design process when they are used alone. Rather 
than praising a single method or an approach, it is important to combine methods to 
look for converging patterns (Suri, 2003). However the shift in user-centred design 
towards prioritizing user experiences suggests the employment of the innovative 
methods. Subjective user information, understanding what matters to people is the 
key focus for designing for experiences, so methods providing an access to 
subjective user information at the design ideation stage of the design process has 
utmost importance. An effective design ideation process that would lead the designer 
towards further steps in developing products that address people’s experiences 
should be supported by innovative methods that gather subjective user information 
that encourages interpretation and empathy. Various sources (Cross, 2006, 2011; 
Gaver, Boucher, Pennington, & Walker, 2004; Hanington 2003; Koskinen, 2003 
cited in Mattelmäki 2008; Sanders, 2003; Schön 1983; Suri, 2003) suggests that an 
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approach or a method aiming to support a creative and empathic design ideation 
should provide certain qualities: 
1. Material gathered by innovative methods should be open to designers’ own 
interpretation 
2. The methods should provide visual materials produced or brought together by 
users 
3. Innovative design methods and tools should be explorative and experiential  
4. Methods for supporting design ideation and inspiration should be resilient. The 
methods can be adapted to consequences 
5. The innovative methods should support building an empathic understanding of 
users and thus support design ideation at the early stages of product design process 
2.5.2.1 Innovative methods are employed at the early steps of the design process 
A holistic understanding of the people should be built at the beginning of the design 
process with the help of appropriate design research methods. It is important for 
designers “to immerse themselves in the user’s world” at the beginning of a design 
process (Hanington, 2003, p. 11). “Research in the early phases of a design project 
often is referred to as generative, formative or discovery research (Hanington, 2003, 
p. 12) and generative reseach aims to discover new perspectives and new ways to 
connect various inputs about past experiences, user information, trends, tendencies 
and emerging factors that shape people’s experiences. Early stages of the design 
process allows generating different ideas more liberally as the ideas are not turned 
into a more concrete convergent path yet. The divergent activity of combining 
various inputs to discover novel ideas presents designers better opportunities for an 
innovative and creative design ideation process.   
The fuzzy front end is the early stages of a project, in which problems and 
opportunities, ideas and concepts are explored and articulated (Steen, Kuijt-Evers, & 
Klok, 2007, p. 4). Sanders (2003), visualizing the design process (Figure 2.3) define 
the early stages of a design process as the place for exploration of ideas where the 
designer does not yet know what he/she is looking for. The early stages are where the 
ideas are formed and assessed in the light of user input, intuition and design methods 
in order to generate ideas for further steps. The “fuzziness” of the early phases of the 
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process encourages creative design thinking where different connections and 
interactions of different ideas and relevant information can be merged into novel 
ideas. The output of the early stages is not a solid definition of a design product but a 
mere definition of the further steps and the definition of the expectations from the 
design product. It is a place where the design opportunities emerge with the help of 
the generative design methods. The liberty of intuitive thinking and the possibility of 
jumping from ideas to ideas based on various user input sets the path for the further 
steps rather than narrowly defining the product. 
 
Figure 2.3 : Design Process Diagram adapted from Liz Sanders. 
2.5.2.2 Innovative design ideation methods support designer’s interpretations 
Innovative methods provide information and observations open to be interpreted. 
This allows designers to make empathic inferences valuable for idea generation. One 
of the typical examples of innovative methods included in both of the classifications 
is Probes. Gaver, Dunne, and Pacenti (1999) introduced Cultural Probes as a method 
to gather visualised user information from the users in the form of user photos and 
user diaries as the user’ self-documentation (Details of this method will be discussed 
in the next chapter). Many designers and researchers embraced this method and 
many variations of it were developed and used across different countries and 
institutes (Mattelmäki, 2008). When elaborating on Probes and the approach this 
design method embodied, Gaver et al. (2004, p. 1) state that “when it is recognized 
and embraced that knowledge in design has its limits; uncertainty, play, exploration, 
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and subjective interpretation are valuable ways of dealing with these limits”. Their 
statement summarizes the most of the qualities of innovative user research aiming to 
generate knowledge to support empathic understanding of the people in order to be 
able to design to enhance their experiences.  
Gaver et al. (2004) also state that traditional and adapted methods that are based on 
collecting information to make generalised judgements about users and most 
research methods try to disguise the subjectivity of the nature of user information. 
However it is more important to understand the subjectivity and individuality of user 
responses. This approach takes subjective user information, i.e what individual 
people express about themselves, seriously for understanding the people’s 
perspective and suggests involving designers’ own experiences and personal 
interpretations into evaluating the gathered user input. Schön (1983) has coined the 
term reflective practioner to define the intuitive designer as apractioner who assesses 
the related input, brews it through his or her own perspective and transforms it into 
design products (Schön, 1983).     
2.5.2.3 Innovative design ideation methods rely on visual information 
Designers think and act visually. Visual material provided by users help designers to 
transform annotated and visualised user stories into design ideation input and 
transform them into creative design in later stages of the design process. The 
emerging innovative design methods prioritize user’s perspective and gathering 
visual and verbal user information that expand the empathic horizon of the designers. 
Visuals can play an important role to facilitate tcreative interaction between the 
designers as well as facilitating asynchronous interaction between the user and 
designer. Visuals spark discussion between design team members and they also play 
an important role on internalizing user’s point of view and a shared input for design 
team members (Leonard & Rayport, 1997; Suri, 2003). 
Cross (2006) acknowledges the recognition of design problems as ill-defined or 
‘wicked’ as introduced by Rittel and Weber (1973). In order to tackle wicked 
problems, designers should develop their own innovative ways of coping with the 
problem (Cross, 2006). They are problems that do not have a definite or a single 
solution that can be accessed by applying solely positive sciences or social sciences 
procedures and inductive or deductive reasoning. Complexity of design problems 
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necessitates a specialised way of thinking to bring creative solutions to these 
problems. Besides inductive and deductive reasoning approaches designers employ 
intuitive ways of thinking and designerly thinking, reasoning in dealing with these 
problems. As Cross (2011, p.27) refers to March (1976) “Design’s reasoning mode is 
essentially abductive”. 
Cross (2006, 2011) also emphasizes repeatedly that ambiguous input is very valuable 
for designers. Ambiguity is a driving force for creative designerly thinking to tackle 
the wicked design problems. Input that provides ambiguity and uncertainty drives the 
designer towards an abductive thinking practice necessary for creative design. The 
polysemic structure of visual user information gathered by innovative methods be it 
sketches, drawings, user collages or photos, provides a possibility of a multi-layered 
reading to their audience. When a designer assesses visual sources as an input, the 
inherent ambiguity in the image provides a rich reading of the image and of personal 
interpretation backed up by personal experiences. Visual user information is 
uncertain and ambiguous, open to designer’s interpretation and requires a qualitative 
research approach by nature. As this thesis aims to explore the potential of user-
generated images as a source of inspiration for design ideation, and proposes a 
certain framework to utilizethe user-generated photos, the discussion of the rationale 
and general characteristics of innovative design methods is very important.          
2.5.2.4 Innovative design ideation methods are experiential  
Besides the visual nature of emerging innovative design methods, they are 
explorative and experiential.  Constant exploration and evolution of design tools and 
methods and employing experiential methods are crucial in better relating to people’s 
experiences (Suri, 2003). Experiential and explorative structure of innovative design 
methods also emphasizes the value of each individual user’s point of view. 
Subjective information collected from small number of people is considered valuable 
in building an empathic understanding of the people. Even a single person’s point of 
view and experiences can trigger empathy with unanticipated user needs and can 
change assumptions about the users and trigger inspiration for designers towards 
taking innovative further steps in the design process (Leonard & Rayport, 1997). The 
explorative structure of these methods makes them flexible, suitable to calibrate 
according to the requirements. The whole aim of these innovative methods is “to 
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allow for creativity in designing methods appropriate to the situation” (Hanington, 
2003, p. 16). 
2.5.2.5 Innovative design ideation methods are flexible 
The early stages of the design process allows and support the production of ideas and 
knowledge that are flexible and can be approached from different angles according to 
different design approaches and user input provided by different user studies. As the 
early stages do not aim to produce a concrete definition of any kind for the sake of 
exploiting the potential of ambiguity, room for interpretation and a versatile method 
that can be adapted to different situations become crucial. Versatility is one of the 
key qualities of the innovative methods. Design briefs may require a contact analysis 
of user information from different perspectives towards the defined target. A design 
method capable of implication of its protocol in ad hoc situations let the designer 
assess the situation from different point of views by altering the input and 
interpreting the output in various ways.  
2.6 Empathic Understanding of the Users 
Designing for enhancing user experiences requires not only being informed about the 
user but also establishing an empathic understanding of the user. Empathic design is 
based on the effort to get to know the users’ practices and empathising with the users 
to be inspired by them to support creative deisgn (Steen et al, 2007). 
Empathy is a necessary designer quality for developing products that address user 
experiences. In empathic design it is important to relate yourself as a designer to the 
user’s point of view. Kouprie and Visser (2009) argue that the designers either merge 
with the users by immersing themselves into the lives of the users as Mattelmäki and 
Battarbee (2002) as they refer suggest, or designers manage to imagine what it would 
mean to be in the user’s position. They also state empathic understanding is rather 
intuitive and empathy is more “relating to more than just knowing about the user” 
(Kouprie & Visser, 2009, p.440). 
In an attempt to evaluate empathic methods, Battarbee and Koskinen (2005) present 
properties of empathic methods that also manifest a parallel argument about the 
properties of innovative methods. They state that empathic methods combine visual 
and textual data, self-documentation and projective tasks. Empathic methods employ 
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several of these tasks in parallel. The empathic approach and the tools and methods it 
employs “aims to inspire designers rather than produce testable hypotheses through 
measurement and conceptual elaboration” (Battarbee & Koskinen, 2005, p. 7). 
2.7   Conclusion 
User-centred design approach evolved towards involving users into design process as 
much as possible in order to understand user experiences and to build an empathic 
understanding of users’ experiences. Understanding users’ experiences help 
designers to address the individual lifestyle needs of the users better. User-centred 
design methods thus evolve towards understanding user’s point of view through 
inspirational material they provide. Among the methods of user-centred design 
approach, the methods that foster design thinking and designerly ways of knowing 
also are prioritized in design.  
The innovative design methods are based on the collection of and transformation of 
user information into a visual language that can be interpreted by the designers to 
evoke user experiences reminiscent of the designer’s own experiences in order to 
build an empathic understanding of different subjective users. The methods allow 
flexibility and adaptation by tuning in the application of the methods depending on 
the situation. 
The innovative methods aim to incorporate the user’s perspective into the design 
ideation process. These methods dominantly rely on visual information besides the 
other forms of information. Users involved in these methods visualise their 
experiences and perspectives via self-taken photos, found images, graphics, videos 
and collages made of them. User’s experience is translated into images as a 
communication medium that the designers can easily understand and anticipate. 
Image as a medium reflecting user’s experiences plays a critical role in the transfer 
of user information to the designer in the search for user experiences during design 
ideation. Images are ambiguous in nature, are open to be interpreted and that allow 
designers empathic inferences and are valuable for idea generation. Methods aiming 
not testable hypotheses but inspiring material that the designer can interpret are thus 
crucial. That is why this thesis aims to explore the potential of user-generated images 
as a source of visual user information and a method is sought for in order to be able 
to convert the self-provided visual user information into an output that can be used 
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by designers to interpret at the early stages of design process. The following chapter 
will be a short survey of the use of visuals as sources of inspiration and information 
in design process with a focus on a particular type of visuals, the user-generated 
photos.  
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3. IMAGES AND DESIGN: FROM PHOTOS TO USER-GENERATED 
IMAGES 
3.1 Introduction 
User-centred design practices evolved towards developing and employing innovative 
design methods to gather subjective user information to be informed and inspired by 
these people to build a holistic and empathic understanding of them to be able to 
design to enhance their experiences. Among different qualities of the innovative 
methods, relying on the visual medium to convey and transform users’ experiences 
and perspectives into designers’ creative process comes forward.  
Design is a visual practice and designers employ images for various tasks alongside 
the design process. It can be argued designers use visuals twofold. Designers use 
various methods of visual representation such as sketches, technical drawings, 
renderings, computer generated images and computer modelling to convert the ideas 
into communicable visual forms. These visuals help the transformation of the 
abstract design ideas into comprehensible forms to communicate the ideas and also 
into reproducible representations to be able to produce the actual design products. 
Designers also employ various visual materials like sketches, images, photos, 
collages, videos and three dimensional mock-ups and objects as props etc. to foster 
and fuel their creativity. The visuals can be derived from different sources such as 
magazines, books, newspapers, the Internet etc. or visuals can be produced by 
designers and researchers or gathered directly or indirectly from users.  
Although several different types of static and time based visuals such as sketches, 
drawings, films, videos, etc. are used in design this thesis will keep its focus on the 
photos and in particular user-generated photos. This chapter aims to discuss the value 
of visual materials in the format of photos as an inspirational input in the design 
process. In this chapter the role of the photos in design ideation in innovative design 
methods will be covered. This exploration will be carried out to build the framework 
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to discuss the potential of user-generated photos as a source of inspiration in the 
design ideation process.  
3.2 Photographs, People and Design  
We live in a society dominated by images. Debord (2005) long before stated that the 
society we live in is a society of spectacle where “the spectacle is not a collection of 
images; rather, it is a social relationship between people that is mediated by images” 
(Debord, 2005, p. 7). Mirzoeff (1999, p.1) takes this proposition a step forward 
arguing, “modern life takes place on screen”. Images disseminated whether in print 
medium or on screen dominate our daily scenes. This domination can be said to be 
the result of the tendency to visualise things that are not visual themselves (Mirzoeff, 
1999).  
Schroeder (2002) refers to Osborne (2000) to underline that visual culture depends 
on the inclination towards to picture or visualize experience. It can be argued, among 
other forms of visual materials photography is a strong medium to visualize the 
experience. An image can capture a moment representing an experience from a 
certain point of view. A photo documenting a scene also can easily be stored, 
reproduced, disseminated and shared. Proliferation of digital cameras, mobile 
devices with cameras and the advance of Information Communication Technologies 
make it easier to produce and disseminate photos and allow people to visualise their 
views and experiences via photos. A photo is a result of an act of capturing an image 
from an angle where the capturing apparatus is directed. There is a conscious 
decision behind which frame to choose and capture.  A photo representing an 
experience is framed with an intentional decision of what to show therefore a photo 
has an inherent hint of manifesting a personal point of view.  
A photo presents an individual point of view. Photos as images are also polysemic. 
They present multiple meanings. Photos are deeper than what is seen only on the 
surface and they allow different readings. Polysemy does not imply that photos cause 
misreadings but it argues that photos allow deeper and richer interpretations of its 
content based on its audience. The content of the photo connotes individual readings 
by different audiences. Flusser (1983) argues images are not denotative but 
connotative complexes of symbols, therefore they allow associations and 
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interpretations. Schroeder (2002, p. 5) underlines how this connotative structure of 
images works, as he states that, an image “serves as a stimulus, a text, or a 
representation that drives cognition, interpretation, and preference”. Besides the 
practical side of photography providing an easy and cheap production and exchange 
of images, these qualities of photos make them common in design research and 
ideation processes. Photos as a medium of capturing and sharing experiences and as 
a medium of stimulating the viewer and allowing its viewer a rich interpretation are 
widely employed in user oriented design practices.  
3.3 Sources and Uses of Photos in Design Ideation 
The sources of the photos and uses of the photos in innovative design methods differ 
in design ideation process. Different sources enable designers to use photos for 
different purposes.  
The sources of the photos used in design can be classified in three main components. 
The photos can be: 
Designer’s photos: These photos taken by the designer/researcher can be 
documenting observations or can be images of inspirational situations.  
Other people’s photos: These photos represent the largest variety of photos extending 
from family photos to newspaper and magazine photos. These photos can be about 
users or can be about the material objects, sample products etc. 
User’s photos: These photos, taken by the user can be photos provided by the user 
taken on demand or taken previously. These photos can be illustrating self-reports or 
can be photos reflecting user’s perspective.  
Photos from these different sources are accessed by the designers with various 
methods and can be used for documenting, remembering, stimulating conversations, 
informing the designer, inspiring the designer, inspiring the users, making new visual 
materials. 
Below is a survey of approaches and methods of sources and uses of photos in design 
practices. This short survey aims to exhibit different approaches and methods in 
design employing different sources of photos for design ideation at the early stages 
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of the design process. The survey aims to make a rough map of the use of photos and 
shows where the user-generated photos fit in the map as a source of images to be 
used in design ideation.  
3.3.1 Designers’ and researchers’ photos 
Designers take photos for capturing and documenting certain situations, certain 
objects, and interactions or in other words to document observations. Photos taken by 
the designer help the designer to record and later to remember information 
represented in a visual form. This approach can be presented with two different 
examples. In his presentation in Future Design Days Conference in Stockholm, 
prominent industrial designer Naoto Fukasawa (2005) stated that taking photos as 
one of his sources of inspiration. He told he takes photos of scenes he finds 
interesting and inspirational. He uses photography to record scenes that inspire him 
and help him to explore design opportunities. Photos in Fukasawa’s case act as a 
medium to detect and record opportunities and later to trigger inspiration. Suri’s 
(2005) book, “Thoughtless Acts, on the other hand, presents a visual documentation 
of the some intuitional acts she observed that are common among people from 
around the world. The book aims to show that there are intuitional behaviours people 
carry out and this information can be used to analyse users and how they interact 
with the designed environment with its objects (Suri, 2005). 
The photos in the Thoughtless Acts book are a carefully curated collection of images 
that can inform and inspire designers. The actions of ordinary people and the 
repeating patterns of the intuitive human behaviour, which appear in various places 
at different times carried out by various random people, are documented. By 
exploring those images designers can be able to observe emerging themes or 
behaviour patterns and they can empathise with the people and explore design 
opportunities based on their relevant knowledge and experiences. The relevant 
knowledge can be based on personal experience, education or previous research for 
that particular design task. Suri carefully curates the images to classify and narrate 
the intuitive behaviour of users to evoke empathy in the designer readers. In Suri’s 
case, the image is not only used to document to remember later but the snapshot of 
behaviour is used to inspire the designer by documenting and visually narrating 
people’s experiences and behaviours reminiscent of the designer’s own experience. 
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In this sense the images help the designers to build an empathic understanding of 
people they designs for.    
3.3.1.1 Ethnographic photos 
Ethnographic methods used in design research are adapted from anthropology. 
Although this thesis is focusing on the innovative methods, it is worth to mention 
ethnography shortly before discussing one special implication of the approach for 
design research.  Besides designers’ own photos, there are more established methods 
that employ images to understand people. Since late 1970s ethnographic research 
methods such as observation, video ethnography and interviewing have been used by 
several companies to understand their customers (Press & Cooper, 2003). Ireland 
(2003) defines ethnography, in the context of design research, as a research approach 
that produces a detailed, in depth observation of people‘s behaviours, beliefs and 
preferences by observing and interacting with them in a natural environment. 
Ethnography provides a detailed analysis of its subjects but unlike the 
anthropologists carrying out an academic research, design researchers and designers 
usually have less time to carry out a detailed ethnography, to get a complete grasp of 
the users’ behaviours. In various versions of ethnographic methods, documenting 
people and their behaviours in its context via photos and videos are a core activity. 
These photos later used within the design and research team to communicate and also 
later as a source of information and inspiration. The source of the images in 
ethnographic design research is the researcher. The researchers take the photos and 
annotate them for later use. These photos can be analysed quantitatively with 
methods like content analysis or qualitatively within design teams.  Rather than 
documentation, ethnography is used as a source of information and inspiration in 
design. The user behaviour is captured not only for documenting it for further 
discussion but to learn from how people interact with products and with the designed 
environment via products (Figure 3.1). The images therefore are meant to trigger 
discussions to learn from the people’s activities and experiences.  
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Figure 3.1 : A photo of how a calculator is adapted by a user and placed in a wooden 
case, by Jan Chipchase. 
3.3.2 Other people’s photos  
Designers’ own photos provide a personal collection of images but other people’s 
photos, from news photos to found images, from professional advertisement photos 
to catalogue images are also used in design ideation in various ways. Photos 
disseminated via online or offline channels like newspapers, magazines, brochures, 
albums, Internet etc. constitute a rich pool of images to be used as a source of 
information or inspiration for designers. These photos can be used either by the 
designers to collect information and insight and to stimulate design ideation or can be 
used by the users to enhance their narratives and usually in designer moderated 
sessions to trigger conversations (Eckert & Stacey, 2000; Harper, 2002; Sanders & 
William, 2001; Westerman and Kaur, 2007).  
3.3.2.1 Mood boards and collages  
Use of mood boards is common in design practice (Eckert & Stacey, 2000). A 
collection of photos brought together the photos derived from different sources 
scanned by the designer assists analysis and fuels the creativity and idea generation 
of the designer (Garner & McDonagh-Philip, 2001). Mood boards afford a rich 
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visual stimulus for the designer. The juxtaposition of photos selected by the designer 
provides a constant visual input about materials, textures, colours, users, precedents 
of the product designed, competitors, trends etc.   With the simulating, provocative 
and ambiguous visual input they provide, mood boards help designers in exploring 
design opportunities and problem identification as well as helping to progress further 
in the design process towards solving design problems (Garner & McDonagh-Philip, 
2001). With these properties, mood boards serves as a good example of employment 
of other people’s photos in the early phases of the design process.  
Collages of photos are also used in design processes by the users participating in the 
process. In the participatory design approaches provide users tools to express their 
thoughts.   The designers who wish to include the users into design ideation phase 
ask users to use images and photos besides other visuals. The users bring together 
images and photos as a collage to transfer what they think to the designer.  The 
photos can be provided by the researcher or the designer, or in some cases users are 
asked to gather photos from various sources themselves.  
The photos not only help the users to better articulate their thoughts but also useful as 
a medium to visually narrate the user’s story. Other people’s photos, whether 
acquired by demand or given by the researcher help the users to transform thoughts 
and insights into a visual language that can be decoded by the designers easily. 
However it is suggested to allow some ambiguity in the stimuli to let the participants 
interpret the material with their own perspective to develop a richer expression 
(Sanders & William, 2001).   
3.3.2.2 Photo elicitation  
In a certain type of ethnographic interview called photo elicitation, photos are used to 
stimulate the participants during the interview with people. Photos elicit emotions, 
thoughts, and connections. The whole approach is simply based on employing photos 
for stimulation by “inserting a photograph into a research interview” (Harper, 2002, 
p. 14). Photo elicitation uses chosen photos to stimulate the interviewee to tell 
stories. Images, in this technique are used as an agent to trigger thoughts, 
associations and to help memory and to make connections between the interviewee’s 
experiences and the current subject that the design researcher and the interviewee is 
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talking about. In photo elicitation photos are chosen either by the researcher or by the 
interviewee. The photos used can be images taken by the researcher or the 
interviewee, but also can be photos taken by other people either gathered by the 
researcher or possessed by the interviewee.  
3.3.2.3 TRENDS 
Designers go through magazines, catalogues, books, brochures etc. to gather images 
but Internet based image sources are also used by designers. Internet based sources 
are not only the digital versions of the magazines or the brochures and product 
information and advertisement pages, but also the news images, commercial images, 
individual images uploaded by either commercial bodies or by the people 
(Westerman & Kaur, 2007).   
The Internet presents vast opportunities and practicalities to designers about 
searching, browsing and retrieving other people’s photos.  Besides the availability of 
photos directly from online publications, image search engines enables designers to 
access various photos with simple searches.  Besides the practicalities of saving, 
storing, multiplying and distribution of being digital, the images available on the 
Internet themselves also present unique opportunities to designers. Image retrieval 
via computers enables designers and researchers to access digital and digitalized 
images by keyword searches. Image sharing websites like Flickr or image search 
engines like Google image search provide access to annotated photos. Retrieving 
images based on the uploader’s descriptions of images, annotations and based on 
scanning the text accompanying the image enable the designers and researchers to 
access photographic representations of the concept they are looking for. The photos 
provide a visual interpretation and equivalent of the concept or subject expressed in 
keywords. These qualities of photos available on the Internet make them valuable 
sources of information and inspiration for designers and a relevant topic to explore in 
design research. 
TRENDS project was developed for exploring the use of Internet based images in 
design. TRENDS is a European Union 6th Frame project that ‘aims to produce a 
computer-based system that will support the process of creative industrial design in 
the retrieval of inspirational electronic images and the identification of design trends 
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using those images’ (Mougenot et al, 2008; Omhover et al,2007).  The research for 
the project clearly stated that designers use visual sources at the early stages of 
design process for design ideation. Besides the printed sources, like the photos in 
design magazines for example, designers also use computer based image browsing 
and image retrieval for creative input. Designers carry out image searches based on 
their own search strategies and the image search results provide them inspirational 
images. Within the framework of TRENDS project, the research team built a 
software to browse Internet based images to bring them together for inspiration 
especially aiming to explore the current design trends. The software is aimed to be 
used for trend analysis based on people’s images.  The project clearly states the 
potential of the Internet based images but does not aim to extract any inspiration 
about the people who provides the images. In fact they do aim to access professional 
images, the images of other products or inspirational images that are provided by 
professional image makers. The emphasis on the particular source of the images and 
the particular aim of the study, developing a support tool for inspiration and 
information for trend analysis set a good example for this thesis study (Mougenot et 
al, 2008; Omhover et al, 2007; Westerman, Kaur, Mougenot & Bouchard, 2007). 
3.3.3 User’s photos  
Another source of the photos used in design is the users. Designers and researchers 
sometimes directly approach the users asking them to produce and provide their own 
photos to tell their stories to designers and researchers. Asking users to take photos to 
illustrate their narratives has a distinct advantage of accessing directly to the 
perspective of the people. User photos employed in different sorts of user diary 
studies provide the designer a unique point of view of the people that is not possible 
to get with other methods (Gaver et al, 1999, Gaver et al, 2004; Masten & Plowman, 
2003). In any other method or tool, the source of the photos is different than the 
person designers aim to design for. The visuals used in other tools and methods are 
interpretations and documentations. Users’ photos on the other hand present how a 
concept, a task, a question or a wish is interpreted by the user and represented by 
visual means. The point of view of the user is already transformed to a visual piece 
of information that a designer can interpret and empathise with as a natural skill of 
his or her designerly thinking.  
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Below are two methods that are designed to access and gather users’ photos. Both of 
the methods employ photos as a way for the participating user to illustrate and 
narrate their own story directly to the designers. In both of these methods, photos do 
not only capture and document events or moments but they are used to evoke the 
participant users and help them to visually expressing themselves. 
3.3.3.1 ‘Digital Ethno’ 
Cheskin, a United States based design consultancy company developed a novel 
method of ethnography called Digital Ethno aiming to produce new, deep, continuing 
and rapid insights into people’s lives and needs. It is based on using digital 
technologies to capture, develop and share visual and textual data about the users’ 
lives, using techniques like email, cell phones, digital cameras, chatrooms, online 
questionnaires and digitized auto diaries. Masten and Plowman (2003) outline the 
benefits of digital ethno in six steps: Digital ethno provides real time representation 
of users’ live and experiences while it allows the researchers to carry out a remote 
and simultaneous research about different geographies and cultures. Besides these 
two, it provides an ongoing behavioral research. Digital Ethno allows further 
research with a broader understanding of culture, geography and life-stage 
differences. Digital Ethno, bringing participants back into the research process 
provides data that informs the design strategy at a point well prior to 
commercialization.  
Digital Ethno is based on communicating with selected groups of users online and 
asking them to report back on a regular basis on demand. The users provide the 
photos sent alongside the written information as user self-reports. The moderation of 
the writing and sending written and visual reports are still carried out by the 
researcher. Although the users take the photos, they are visual responses to the 
questions and tasks demanded by the researcher. Digital Ethno is a tool that remote 
collection of users’ photos.  
3.3.3.2 Probes 
The term “Probes” is used to define an innovative design approach based on the 
principle of asking users to report their lives with the help of written and illustrated 
reports. The users are provided probe packages including materials like images, 
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postcards, maps, definitions etc., that enable them to record and to report certain 
aspects of their lives to the designers and researchers afterwards.  Gaver et al. (2004, 
p.1) define probes as “collections of evocative tasks meant to elicit inspirational 
responses from people—not comprehensive information about them, but fragmentary 
clues about their lives and thoughts”. The designers and researchers go through the 
materials returned from the users to initiate creative thoughts and ideas either while 
user interviews or later during the design ideation processes in the absentia of the 
users use the materials provided by the users. An important part of the materials 
provided by the users are photos taken by the users to illustrate their own stories.  
The first use of probes packages as a design ideation tools was in a European Union 
funded joint research project called The Presence Project. The experimental design 
ideation tool specifically developed for this project was initially called ‘cultural 
probes’. The cultural probes were “designed to provoke inspirational responses from 
elderly people in diverse communities” (Gaver et al, 1999, p. 22). The probe 
packages were designed by a group of designer and researchers as materials to be 
delivered to diverse people in order to gather their stories. The packages included 
maps, postcards, disposable cameras and diaries to be filled with written and visual 
information. The materials provided and the diaries were to be used for an entire 
week before sending the materials to the designers. ‘The probes were not designed to 
be analysed’ They were rather used as inspirational input to evoke the designers’ 
thoughts and help them to develop their design proposals (Gaver et al, 1999).   
Probes use images in two ways. The probe packages include visual materials such as 
postcards and maps to trigger thoughts of the participants and also to help and 
encourage them to communicate their thoughts via visuals.  On the other hand, the 
disposable cameras also directly prompt participants to photograph certain tasks like 
what they wear that day, or something desirable for them or something boring from 
their point of view. Besides the assigned photos, the participants were also 
encouraged to photograph and send whatever they want (Gaver et al, 1999). The 
photos produced as a result of the probing activity serve as visual material open to 
creative interpretation. The ambiguity and the polysemic nature of the photos provide 
designers a rich source of imagination and inspiration as prompters of designerly 
thinking.  
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The “cultural probes” is an innovative design method for user centred inspiration.  
The aim of the approach was not to gather objective ideas of the participants but an 
impression about their beliefs, desires or cultural concerns. The method was designed 
to gather inspirational data that will stimulate the designers’ imaginations. The 
probes aim to prompt people to communicate and trigger user-centred inspiration for 
designers (Gaver et al, 1999). Different designers and researchers embraced the 
cultural probes approach after its introduction.  Different designers and researchers 
used the idea of presenting people probe packages in order to gather information 
about their lives via the materials, information and photos they provide (Gaver et al, 
2004). Mattelmäki also presents a detailed survey of the structure of the probes 
approach and how the method was developed to be used in different academic and 
commercial settings (Mattelmäki, 2008).  
In probes approach, the participants or the volunteers as Gaver et al. (2004) name 
them, are selected among possible users of a product, system or a service to be 
designed. Besides the visual and written materials they provide, users’ photos as an 
important source are also empathically and subjectively interpreted by designers for 
inspiration in the design process. The designer’s personal interpretation of the user 
photos, in other words, designer’s experience is privileged and subjective and 
empathetic interpretation of the images is encouraged in Probes approach (Gaver et 
al, 2004). Probes approach encourages subjective engagement, empathetic 
interpretation, and a pervasive sense of uncertainty as positive values for creative 
design and ideation.  
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Figure 3.2 :  Probes Package (Gaver et al, 1999). 
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Figure 3.3 : The disposable camera in the probes package(Gaver et al, 1999). 
3.4 Photos and Experience   
The design methods that ignite design ideation and innovation covered by Suri 
(2003), Hanington (2003) and Sanders (2006) employ various forms of visual 
materials (photos, collages, basic mock-ups, etc.) to help the designers to empathise 
with the users. User photos, user collages, or the images of users pursuing tasks taken 
by designers are all used to transfer user information to the designer through a visual 
medium the designers can interpret to expand their empathic horizons.  The images 
used in the innovative design methods are not visual representations of the previous 
commercial designs to see how other designers solved some problems but are mostly 
photos to see from the user’s perspective. The photos are to explore and understand 
the less articulated and hard to anticipate thoughts and behaviours of the users. 
Alongside their visual nature, which has the potential to trigger inspiration and idea 
generation, photos can also be interpreted by designers to detect similarities, patterns 
or peculiarities in users’ environment, interactions, habits and behaviours.  
Photos gathered from people, either directly by contacting them or indirectly without 
direct contact, inform designers about the people who are making them and who are 
disseminating and sharing them. Photos made or shared by real people can be 
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considered as important input to analyse consumer behaviour because as Schroeder 
(2002) argues, representing and managing the identity via the use of images can be 
argued as one of the major motivations of people. “Photos may serve as a medium 
where the consumers project their own wishes, desires, identity, and values visually” 
(Schroeder, 2002, p. 61).  
People’s photos also have the potential to represent their experiences. According to 
Schroeder (2002, p. 67) “photography shapes experience it guides how people see, 
what they see, what they remember, what they consider worth seeing, how they 
imagine things look, how they think about their identity an that of others, and how 
they think of their ancestors”. Photography not only structures choice but also allows 
people to communicate their experiences and to share others’ experiences. This 
allows people working on users and consumers i.e. designers the ability to get a 
better grasp of user experiences. Photography “offers a creative way of thinking 
about consumer experiences” (Schroeder, 2002, p. 67). 
3.4.1 From photos to user-generated media 
Photos as an enabling medium to express very personal and individual experiences 
and associations are important aids for design research and have been widely used in 
design research and ideation. Photos are an important source of information and 
inspiration for designers with their potential to represent people’s choices, 
experiences, values, point of views. Photos present information open to interpretation 
in visual forms, familiar forms to designers whom also operate visually. These make 
photography an important subject to be explored for design.  Among different types 
of photos produced in very different areas of photography this thesis aims to explore 
the potential of a particular type of photos for design ideation: user-generated photos. 
This thesis argues analysing user-generated photos provide inspirational information 
to the designers for design ideation at the beginning of the design process.  
User-generated photos are photos produced by all types of people, which are 
uploaded to Internet by the users directly to be shared with other people without 
seeking a commercial gain. Digital cameras, camera phones and the state of being 
always online and as rapid photo sharing websites like Flickr or Instagram allows 
people to visualize their experiences and to visually express their thoughts 
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immediately to a large audience. The fact that the photos are produced and shared 
voluntarily by the real people to express their point of views and the image search 
possibilities that user-generated media provides make user-generated photos a 
potential and worth-to-explore source of unique insight, information and inspiration 
for design ideation. 
3.4.2 User-generated media and user-generated photos 
The emergence of user-generated media and photo sharing via the Internet 
particularly can be said the result of two parallel developments. The first is the 
development of the digital technologies concerning photography and the second is 
the emergence of new social behaviours due to the inclusion of digital technologies 
and networks in our daily lives. People who live in network societies employ new 
practices of communication, cultural production and consumption and new practices 
of research and businesses based on connectedness (Castells, 1996; Tapscott & 
Williams, 2006). The “content generation” as described by Blossom (2009) not only 
practice new habits of producing media content but also are eager to transparently 
share their lives with their friends and families via physical and social networks. 
Technology makes it easier than ever before to make, copy, store and share photos. 
Digital photography devices such as cameras or camera equipped mobile devices 
became available to many more people in the recent years. This makes capturing 
photos virtually a daily habit prompting people to document the fragments of their 
lives regularly as they carry their cameras and digital devices nearly always with 
them. Not only the availability of digital photo making and editing tools and 
expanding storage but also the connection speed of broadband Internet access and its 
expanding availability create an increase in the production and dissemination of 
digital photos. The omnipresent character of image capturing devices and the 
possibility to edit and share them via easy to use software and image sharing 
websites make it possible to visually record the daily experience and reveal and share 
it with accompanying keywords as tags and descriptive text.  
The last decade witnessed the development of Internet technologies allowing the 
Internet users to share their views via various media content and also participate in 
the creation of the media content available to masses. The new web services and 
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platforms aiming to help people to store and share and also to communicate through 
the media content they have produced also became available with the technological 
developments. The widespread use of digital photography and the constant progress 
of information and communication technologies set the path to the development and 
the adoption of user-generated media.  
In 2007, Organisation for Economic Co-operation and Development, OECD, 
released a comprehensive report commissioned to be prepared on user-generated 
media. The report was released with the title “Participative Web: User-Created 
Content”. The report aims to cover the description of important items of user-
generated media and to encourage further research on economic and social impacts 
of Internet communication technologies and particularly the user-generated content 
and the participative web. The report chooses to use the definition user-created 
content rather than user-generated content to emphasize the creative process behind 
the user-generated media products disseminated through web channels. The 
emphasis of the report is on the economic potential of the user-created content and its 
economical and social impacts. This report not only presents an analysis of the user-
generated media but also underlines the novel potential user-generated media 
presents. The transformation of mediated communication based on the rapid 
development of the ICTs present novel possibilities to individuals to express 
themselves through media products such as text, photos and videos to their peers and 
to people around the globe.  
In the same year when OECD report was prepared, the Time magazine selected 
“You” as the person of the year (Figure 3.4). The person of the year cover was 
reserved to the Internet user who creates and shares content via user-generated 
media.   
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Figure 3.4 : “You” Time Magazine Person of the Year, 2006. 
The OECD report defines user-generated content as the content publicly available 
over the Internet, which were produced with a certain amount of creative effort 
outside of professional routines and practices. The “participative web” empowers the 
user ‘to contribute to developing, rating, collaborating on and distributing Internet 
content’ (Wunsch-Vincent & Vickery, 2007). The involvement in production and 
distribution of the content and the developing networked character of the society as 
coined by Castells (1996) and Dijk (1991) make Internet an interwoven part of 
people’s lives and Internet users employ and exploit Internet applications to express 
themselves via user-generated media. ‘The use of the Internet is characterised by 
increased participation and interaction of Internet users who use it to communicate 
and express themselves’. Participative web based on the new web technologies and 
tools are reported to help to bring out the “collective intelligence” of Internet users. 
Enabling communication between these Internet users is also considered to be one of 
the characteristics participative web (Wunsch-Vincent & Vickery, 2007). 
User-generated content is non-commercial content produced and shared by people 
via different Internet platforms. The vast majority of the user-generated content is 
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free and provided without profit seeking. However, the content creators might be 
seeking recognition or fame or a financial reward to be accomplished after the 
recognition and expected popularity of the uploaded content. The user-generated 
content formats include text, static visuals (photo and images), music and audio, 
video and film, personal advice sites (websites that provide advice on the knowledge 
areas of the content-generating user such as purchase decisions, product reviews, 
travel destinations, etc.) (Wunsch-Vincent & Vickery, 2007). 
User-generated photos are a type of user-created content format including digital 
photos taken and posted by the users themselves. These photos are accessible via 
web services to host these photos like Flickr (Wunsch-Vincent &Vickery, 2007). The 
photo sharing websites also work interwoven with social network sites like 
Facebook. The development of cross platform use of different web services like 
Flickr, Instagram and Facebook allows users to be able to share and access digital 
photos via different channels. User-generated photos are produced by Internet users 
and present these users’ perspectives. User-generated photos are not only available at 
photo sharing websites but also through different social networking websites.  
Marshall McLuhan cleverly defined media as the extension of man (McLuhan, 
1964).  This point of view has reached to a new level with the advance of Internet 
based communication and user-generated media. User-generated media became the 
extension of the Internet users augmenting their personal communication capabilities 
immensely. User-generated media enabled Internet users share their point of views 
via self generated or adopted media content, allowing them to present a virtual self, 
so to speak, accessible beyond the limitations of physical boundaries. The media 
content generated i.e. user-generated photos augment the expressive capabilities of 
individuals as it allows sharing and disseminating mediated narratives via the 
Internet. The individuals now can be a part of networks beyond the limitations of 
physical networks and accessible through different searches. Social media and user-
generated content allow Internet users to create and present an Internet persona, 
which is always accessible to the desired parties and is always in communication 
with other people synchronously or asynchronously.  
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3.5 The Potential of User-Generated Photos for Design Ideation 
“User-generated media has an impact on the social and behavioural changes and 
fosters a more participatory and active society” (Wunsch-Vincent and Vickery, 2007, 
p. 28). In this active society people vocalize their ideas, perspectives and demands 
through participative web in general and through different user-created platforms in 
particular. Besides other formats of user-created content, user-generated photos, 
either on photo sharing websites or as a part of personal narratives such as blogs or 
social media profiles, help people to express their ideas, lifestyles, and experiences 
through visuals. Design, moving towards a more empathic and user-involved 
character should expand its approaches, tools and methods to access people’s 
perspectives and thus should benefit from the visual explanations provided by the 
people employing user-generated media.  
It is not only this relation between the active citizens and the user-generated media 
that make user-generated photos a topic to be explored as a source of visual 
inspiration and information for design ideation. The functionality of user-generated 
photo platforms and the properties of the photos themselves exhibit a great potential 
to be exploited for innovative design ideation. User-generated photos present unique 
opportunities to exploit as a source of images to be explored and analysed in user-
driven design ideation process.  
3.5.1 User-generated photos provide a gateway to people’s lives 
The relative relation between the designers and the users affect the interpretation of 
the user information and idea generation. Jääskö and Keinonen (2006) introduce a 
perspective on the nature of the variety of relationships between the users and the 
designers. They metaphorically describe the interactions between the two parties and 
explain the ‘sources of expertise and creativity in this interaction’. The user can be a 
component in an engineer designer’s activity where the information about the 
component, the properties of the user in other words, help the designer to make 
decisions. Here, the generic data about the component is critical to develop general 
solutions. In technical design ideation processes this kind of relation between the 
user and the designer is apparent. The ergonomic data about the component user help 
the engineer designer to generate ideas about what to do with the components. The 
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user can be a doctor designer’s patient, where the user presents the problems in 
particular areas the designer solves the problems with expertise from her own. The 
user can be the student designer’s master, where the user has the expertise and leads 
the observing student designer. The user’s knowledge is privileged and there is a 
direct transfer of expertise from user to the student designer. In a reverse relation, the 
designer can be the athlete user’s coach, where the designer provides a necessary 
environment to the user to generate and to express her ideas as in co-design sessions 
where the user actively take part in building visual solutions.  When designers want 
to understand the experience of the users directly, they engage in activities to 
simulate the usage scenarios. The chef designer, so to speak, tries to develop the taste 
of the eating experience she prepares by first trying it herself step by step during the 
development process for her customer user. The designer wants to go through the 
same experiences with the target user so that she can embrace the user experience 
better, in other to enhance it. The users, with their identities, perspectives and 
individual behaviours inspire the designers and support their creativity. An artist 
designer gathers information from her muse user without getting directly in touch 
with the user. The designer interprets the collected material, which is provided by the 
user herself, based on her own experiences. The interpretation of the user material 
inspires the designer and supports creativity and idea generation to pursue further in 
the design process. And finally, sometimes the designer acts like a theatre director 
and choreographs an actor user and describes the user behaviour based on the 
designer’s own experiences and intuitions reaching beyond direct observations. 
Besides the different roles assumed by the user and the designer, a user-centred 
design process may include all of these roles mentioned above. In other words, 
different strategies to collect information and to interpret information and different 
levels of expertise are required to develop successful concepts and design. (Jääskö & 
Keinonen, 2006, p. 108 – 114).  
People inform and inspire the designers with their expertise, identity, behaviour and 
their individual experiences. When the designers aim to nurture an empathic 
understanding of the people, trying to grasp their experiences to address subjective 
user needs, rather then the formal user information, people’s own narratives, 
designers’ own interpretation of the stories and behaviours and the scenarios and 
details based on the designers’ own experiences stimulate the designers.   
  
48 
Empathy is subjective and intuitive. The designer should develop a profound 
understanding of the user experiences and the environments they take place in to be 
able to relate to the user beyond knowing about the user (Kouprie & Visser, 2009). 
To relate oneself to people the designer designs for, the photos of the people and the 
actual definition of the image by that content-generating user by tags are helpful. The 
designer is supposed to extract the user’s point of view and relate it to his or her 
experiences and knowledge in the field in order to foster the empathic understanding. 
Kouprie and Visser (2009) define the emphatic design process as a movement of 
stepping into and stepping out of the empathee’s life. The designer, using different 
tools and methods, try to step into the people’s lives to observe and to collect 
information about their lives to get familiar with them. After the discovery step, 
comes the immersion. The immersion into the people’s lives through their photos 
help the designer to build an empathic understanding of the users, building a 
connection with them as a next step, trying to see the world from the people’s point 
of views. This evolving involvement results in detachment as the final stage where 
the designer goes back to her individual creative activity inspired by the prospective 
users (Kouprie & Visser, 2009).   
Several innovative design methods like probes, or more formal research methods like 
ethnographic methods employ people to get into people’s lives to collect mostly 
visual samples from their lives – hence the name probes. User generated images on 
the other hand are like the messengers of the user. They are not images provided by 
the demand of the design researcher but provided intentionally by the content-
generating user to explain a point or to share personal experiences visually. Where 
most of the methods try to send probes to collect samples, user-generated photos are 
like a meteor shower. Numerous pieces of fragmentary information provided by the 
user rains on the designer. And if a clever method is developed, the shower can be a 
good source of information carrying lots of information from the deep space.  
This thesis argues that people’s images, described and uploaded voluntarily serve as 
illustrated narratives about their lives. People’s expressive photos enable the 
designers to gaze into people’s lives to expand their empathic understanding of the 
users they aim to design for and to get inspired by the people’s narratives directly. 
An indirect empathic understanding can be built without contacting particular users 
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based on sharing individual point of views of many different real people. The 
empathic understanding can be expanded not only by contacting to and getting 
directly into the lives of the selected users but also by looking at the world through 
their eyes (and perceiving the world from their perspectives).  
This thesis argues that it is relevant and possible to use user-generated photos for 
indirectly analysing, anticipating and hypothesising the users’ behaviours, activities, 
environment, associations and attributions, as the content-generating users reveal the 
ascribed meanings to photos voluntarily with accompanying brief explanations and 
titles. This thesis argues that it is possible to develop a query to interpret the user-
generated images to be used in design ideation. By exploring user-generated photos, 
it is possible to make empathic inferences without meeting the target user directly or 
not even analysing target user’s images but by a structured analysis of many 
anonymous content-generating users’ photos. User-generated photos as a free and 
ever expanding source of people’s narratives, constitutes a rich source for inspiration 
for design ideation especially for the designers with limited professional experience 
and resources. 
3.5.2 User-generated photos are a medium for self-documentation of the private 
context 
Kouprie and Visser (2009) cites from Mattelmäki and Battarbee (2002) to underline 
the shift in the considerations of the design process “from rational and practical 
issues to personal experiences and private contexts” (Kouprie & Visser, 2009, p. 
438). The private context, the individual and personal domain of the user, his or her 
experiences and behaviours should become more of a ‘public domain’ for the 
designer as now the designer aims to design products and services that addresses the 
individual lifestyle needs of the users. It is now crucial to collect information from 
the private contexts of people about their experiences in order to be able to develop 
ideas towards solutions that address these experiences. Familiarity with the private 
context of the users and familiarity with people’s point of view became critical for 
designers in order to be able to generate innovative ideas. 
The innovative design methods employed at the initial steps of the design process 
rely on the transfer of knowledge visually. Design research and ideation methods 
  
50 
involving self-documentation methods like user diaries or probes aim to employ the 
users to document their own life as a source of insight for the designer (Jääskö & 
Keinonen, 2006; Mattelmäki, 2008). The user-generated photos establish an 
alternative source of insight for designers as a source of voluntary self-
documentation of people. 
Some of the innovative design research methods covered in the previous part of this 
chapter like the probes approach methods propose a direct contact with the user, even 
though the user takes the photos. There is a demand from the designers for photos 
and the task is given by the designers and interpreted by the users. User generated 
photos are images provided by people without a previous specific demand. They are 
photos voluntarily uploaded by the people to share their illustrated stories.  
User generated media and social media provide visibility to the people. User-
generated photos, alongside with other visual format like user-generated videos or 
graphics enable people to be seen by others. This visibility also works in favour of 
design. The uploaded visuals of people by themselves evokes a transition from 
invisible users, where you have to go and find visual explanations of their lives, to 
more visible or transparent users who provide their own visuals about their lives and 
experiences voluntarily.   
3.5.3 User-generated photos enable expressing experiences visually 
Personal photos help people to express their experiences with their own visuals. 
Spasojevic and Koskinen (2005) states that the ubiquitous photography devices like 
digital cameras or camera phones make it possible to share experiences with the 
people who are remote and can not share the experience in the same physical space. 
The possibility of sharing images creates new social practices based on a more fluid 
and spontaneous capture and sharing of images. The subjects of the photographs are 
also stated to change with the emergence of these new social practices. Image and the 
rich interactions through images are becoming normal and accepted as a part of the 
communicating between people (Spasojevic & Koskinen, 2005). The dynamic nature 
of experience can be represented with illustrated user narratives. Sharing experiences 
via self-taken photos is becoming much more common and the role of self made 
  
51 
photos including user-generated photos to transmit experiences is becoming a more 
widespread and accepted behaviour.  
3.5.4 User-generated photos exhibit user values  
Jääskö and Keinonen (2006) interpret Jordan’s (2000) preposition about designing 
pleasurable products by stating that his approach emphasizes the importance of 
lifestyle and values as a motive behind purchase decision and a formulator of the use 
experience. As Schroeder reminds us, the customer experiences can be reflected via 
photos (Schroeder, 2002) and exploring and analysing photos enable designers. The 
user-generated media presents the ultimate opportunity for the people to visually 
broadcast snapshots from their lifestyle and combine it with the visual manifestation 
of their values. Visualised perspectives of many different people can contribute to the 
designers’ query for understanding the lifestyle and values of their possible future 
users.  
The visual manifestations of lifestyle and values as well as experiences can exhibit 
repeating patterns. But at the same time as user-generated media enables people to 
vocalise their individual perspectives.  It is possible to reach individual point of 
views via each content-generating user. Unlike the many commercial photos 
available at the Internet the user-generated photos are not by corporations. The 
images presented are not a carefully curated collection of corporate images to 
advertise a product, concept or a corporate point of view but the images represents a 
user’s point of view.  
Identifying opportunities is a part of the early stages of product design process, 
which mostly even precedes idea generation and “identifying a design opportunity 
can be a result of a single person recognizing an unmet need or an undetected 
problem” (Koen et al, 2002, p. 16). A designer can have an spark of an idea resulting 
in an empathic design solutions even from encountering information regarding a 
single user (Leonard & Reyport, 1997). In the experience economy single user’s 
point of view is not only a far possibility to be explored in case it provides 
inspiration about design opportunities but every individual point of view is relevant 
as each point of view can help to enhance designing engaging experiences for users.  
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The user-generated media provides the single point of views of different individual 
thus carries a big potential of representing unanticipated notions of single users. The 
individual manifestations of personal point of views may help the designer to detect 
unanticipated needs, demands or values of the user. Immersing into the fragments of 
details helps the designer to detect design opportunities from the visual material. This 
ability of course is dependent on the experience of the designer and her capability of 
empathising and her skills of creative interpretation.  Once a situation is detected 
where it exemplifies an opportunity for a product or a service, this can be checked 
through browsing many different content generating user’s images to see if there is a 
pattern emerging. Thus the visual inspiration gathered from user images may present 
opportunities for design.  
The value of fragmentary data was previously well recognized by the design 
community with probes The fragments from the probes can be used to build a big 
picture like mosaic constituting different little pieces that interprets the life of users, 
before employing more detailed and formal observation methods for further analysis 
(Gaver et al, 2004; Mattelmäki, 2008). A collection of single customer point of views 
provided by user-generated images can expand the empathic horizon of the designer. 
User generated images can present opportunities for unmet user needs and desires 
directly as well as providing a collection of views to expand the designer’s empathic 
ability.  
3.5.5 Difference between Internet based photos and user-generated photos: User 
associations 
When a query is made for an image in a digital image database, the automated search 
scans the features of the digital image to match the searcher’s query. In a primitive 
form of query, the image is only analysed based on its features like its colour, 
texture, etc. features, which can be detected by analysing the pixels of the image.  In 
higher levels of image search, the digital images are also classified and accessed 
based on their content. The content of the images is analysed automatically to match 
the query of the user. The higher levels of image search based on the automated 
analysis of not only the features but also the image content are called as “semantic 
image retrieval”. The gap between the primitive level of image retrieval and the 
semantic image retrieval is called the “semantic gap” (Eakins & Graham, 1999, p. 8).  
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In other words, semantic gap is the semantic difference between perceived 
information from the point of view of the searcher and the visual result of the 
automated search. It is the difference of information, which is collected automatically 
from a digital image, and the interpretation of the image by the user who retrieves it 
(Smeulders et al, 2000 cited in Enser, 2008). Automated searches analyse the images 
based on their content present the results for image query but the image retrieved and 
its content not always match what the person who makes the search looks for. The 
keywords used by the person who makes the search describes a certain attribution 
interpreted by that person where the image retrieved as a result of the automated 
search might present a different interpretation.  
Since the emergence of the content-based retrieval of digital images the image 
retrieval algorithms and automated search capabilities have developed enabling finer 
semantic image retrieval. In spite of the advance the problem of semantic gap still 
exists as a major problem (Eakins & Graham, 1999; Enser, 2008; Greisdorf & 
O’Connor, 2002; Smeulders et al, 2000).  Smeulders et al. (2000) argues that it is 
possible to resolve the semantic gap, and one way of it is to apply to other sources of 
information about the image, outside the image such as the labels attached to the 
image by the content provider. User-generated media is based on manual annotation. 
The users manually describe the images they upload besides the tags they personally 
attach to images. Manual annotation and the text based retrieval of the user-generated 
content helps to bridge the semantic gap. 
In the case of user-generated photos, a real person semantically attributes meanings 
to a photo and uploads the photo as a visual expression of these attributes. The 
content-generating user annotates the photo with tags and description to define a 
single photo or a set of photos. The annotation of the connotative meaning of the 
photo is later can be accessed by another real person searching for a similar meaning. 
The categorization of the photos are not automatically made by algorithms by 
ascribing meanings to the objects or scenes in a photo, but made by real people 
ascribing meanings to the photos. This shed light into how these people perceive the 
world and how their lives are providing designers invaluable input for design 
ideation.  
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3.5.5.1 Transformation of abstract associations into visual manifestations 
Designers use digital images for creative ideation (Westerman et al, 2007). Because 
of the possible semantic gap between the intended search and the retrieved image, 
classical image searches carried out by search engines may result in inefficient 
results. Different than the digital images available on the Internet, user-generated 
photos allow direct access to people’s associations. Manual annotation reveals the 
content-generating users associations and attributes, which actually reveals the point 
of view of the content-generating user. Although user-generated photos provide a 
visual expression of the user’s attributes, they still allow creative interpretation when 
used for design ideation. The user-generated photo visually reveals the similarities 
and differences in perspective and interpretation between the attributes of the real 
people and the interpretation of the designer.  
In a user-generated image sharing website like Flickr, the content-generating user 
directly reveals his or her association. The content-generating user provides a photo, 
which she or he thinks best matches with a concept, definition or a situation and 
uploads that photo as a visual representation of that concept. This visual source is an 
invaluable source for designers as it provides a sneak preview into the real people’s 
point of view. User-generated photos allow users to express their attributes and 
associations visually. This provides designers the opportunity to access not only the 
illustrated individual stories of the people but also a survey of how different real 
people associate certain concepts with certain visuals. One of the challenging tasks in 
the design process for the designers is the creative transformation of certain concepts 
into visual forms. The abstract concepts and notions gathered from the people are 
interpreted by the designers as the product attributes and are assigned to visual, 
material and functional features of a product to represent and reflect the abstract 
concepts and notions. Therefore it is critical to get a grasp of the associations of 
individuals to be able to address their experiences via addressing their attributions. 
The user-generated photos provide an advantage to the designers as they provide 
access to the visual manifestations of the concepts searchable through user-generated 
content. The user-generated photos are already an interpretation of a certain concept 
transformed into a visual manifestation by the content-generating user. The user-
generated photos provide the interpretation of the experience of the user as a visual 
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expression. This converted or visually represented experience thus can be 
incorporated into design ideation process better. There is already a transformation of 
the experience into a visual medium to communicate it better. The transformed 
experience can be used as an input and further transferred into a desired experience.  
User-generated photos provide a visual explanation of a situation, a concept or an 
association which can be ambiguous for the designer as the designer’s mental image 
of the same situation, concept or association can be very different. What is meant 
with the semantic content of the image, the connotative meaning of the image and 
what the retrieving designer perceives can still be different The designer can be never 
be hundred per cent sure about the intention and the motivation of the content-
generating user without contacting the user but this difference and this ambiguity 
make user-generated photos a rich source of inspiration as they allow creative 
interpretation as Cross (2006, 2011) suggests.   
3.5.6 Representativeness of user-generated photos 
The question if the content-generating user is representing the end user is one of the 
first questions that can be raised about this research. In her book, Suri (2005) 
presents several photos collected and carefully curated by her. The photos are taken 
around different parts of the world visually exemplifying some intuitive acts people 
carry out in order to overcome a problematic situation or to enhance their 
experiences. The photos are chosen to show some intuitive behaviours and 
interaction of ordinary people with the designed objects and environments personally 
and socially. The photos are brought together to inform and inspire designers about 
people and their interaction with the designed environment as a creative source of 
building an empathic understanding of their prospective users. In short, the images of 
ordinary people’s acts are used as a visual source of inspiration for a specific type of 
user the designer is aiming to design for. The difference here is that the photos are 
taken and brought together by a design researcher as a result of he observations over 
a course of time, rather then stemming from random people. But how the question of 
representativeness is rendered unimportant is quite similar and relevant to this 
thesis’s approach. Images of real people can inform and inspire designers at the early 
stages of the product design process although these people are not necessarily a part 
of selected sample user group.   
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Exploring content-generating users’ photos inform the designers about real people’s 
lives and experiences and help them to get a better understanding of the prospective 
users’ perspectives and experiences. The argument is based on the idea that the 
content-generating user reflects individual characteristics and personal points of 
views that constitute fragments about the life of the ordinary people which later can 
be used to foster an empathic understanding about the prospective users of the 
product or system to be designed. The content-generating users provide voluntary 
visual material, many visual fragments of real people’s lives, allowing the designer 
to get immersed into various levels of reminders and anchor points to recall his or her 
experiences and knowledge about the possible use scenarios, the interactions and the 
possible ways to enhance, the experience, the functional and emotional satisfaction to 
be taken from usage of the service or the product. This empathic understanding then 
can be transferred into the design process in various levels or to the research phase 
for design to delve deeper into the issues of concern.  
Limited representation of certain people via user-generated photos might be taken as 
another issue to be raised in the discussion of this thesis. It is evident that there is 
“intergenerational difference in the use of web based media services” (Wunsch-
Vincent & Vickery, 2007, p. 9). The older generations or people of lowest income 
groups are less likely to be represented with self-expression photos. This might limit 
the transfer of visual stimuli about these people and their environments.  Although 
the photos uploaded by other people might include environments of the 
unrepresented people or can exemplify common behaviours, it is still advised that 
this approach is much more useful when the prospective users for the design projects 
are not extreme cases not represented in user-generated media.  
User-generated photos approach requires the designer to fill the gaps between the 
fragments of user information to construct user stories. The output requires an 
interpretive imagination and storytelling skills based on the visuals provided by the 
content generated users. The value of fragments thus allow the designer to interpret 
the situation from different points of views with so much material to build her user 
story and use scenario on.  Not certain information but pieces of information as 
fragments from the life and perspective of the content generating users allow the 
designer to use, join and synthesize, or in other words, curate the fragments in 
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various ways to build up an understanding about the user or the use scenario. 
Fragments rather than solid facts about the users or the product allow different 
combination of data to be interpreted for using in the following stages of the design 
process.  
3.6 Conclusion  
The evocative and elusive quality of images, the expressiveness of user annotations, 
the fertile ambiguity of the semantic gap between how a user annotates the photo and 
how the designer perceives it, and the very private and individual yet shared nature 
of the user-generated photos provide the designer a rich ground for subjective 
interpretations. Photos that are produced and provided by real people via the tools of 
social media have the potential to fuel creative thinking in a particular way as they 
are not random visuals but images from the users’ point of view.  The subjective 
interpretation inspired by the real people supports hatching out creative ideas for 
designing for people.  
The designers, when looking at an image for inspiration redesign the situation 
represented in the image and extract their own meaning out of the image (Eckert & 
Stacey, 2003).  The situation presented and annotated by the content-generating user 
is evaluated and redesigned by the designer based on her professional background, 
previous knowledge and related personal and professional experience. The image 
works as a trigger for the designer’s creative thinking.    
Greisdorf and O’Connor (2002) describe image retrieval as ‘a process of re-
conceptualizations’. The novel reconceptualization emerges with the merging of the 
concepts that determines the image query and the new concepts arrived at after 
viewing the retrieved images. The reconceptualization of the retrieved images 
requires new cognitive encoding (Greisdorf & O’Connor, 2002). 
The designer re-conceptualizes a prospective user’s actions, associations and 
experiences by interpreting the retrieved user-generated photos. The previous 
experiences of the designer shape her expectations from the query. However the 
semantic difference between the designer’s concepts and the query results make the 
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designer to achieve a new concept by reconceptualising the different definitions with 
new cognitive encoding.   
It should also be noted that, as different people based on the previous experiences 
and knowledge of the viewers can interpret the same image quite differently, the 
same photo can trigger a totally different or a totally opposite creative interpretation 
for different designers. It is important to distinguish the potential of user-generated 
photos as images to trigger design ideation allowing open-ended exploratory 
interpretation rather than considering them explanatory visual documentation of user 
reports.  
In product concept development understanding the present behaviour of the users 
help designers to develop new ideas about the possible new behaviours and activities 
the users may adopt hence present a basis for new opportunities and new ideas for 
new products (Jääskö & Keinonen, 2006). User-generated photos not only present 
the possibility of curating and building and empathic understanding of possible user 
behaviours based on different content generating users’ input but also based on the 
fragmented visual narrations of the same content generating user. 
The user-generated photos, as other images, can stimulate designers and evoke ideas 
and connections in their minds. User-generated photos are evocative of designers’ 
personal experiences therefore offering the designer the ability to compare the user’s 
experiences and her own experience, which supports triggering empathic inferences. 
This approach privileges the designer’s knowledge and experience to make 
interpretations, as an empathic approach (Steen et al, 2007) but the interpretation is 
based on a user-generated, multi-sourced visual input.  
At the early stages of the design process, where several different interwoven inputs 
of reason and intuition interact, the user-generated photos should be gazed upon with 
a certain designerly perspective, to try to develop ways to subjectively interpret the 
photos for generating empathic inferences to nurture the design ideation process. The 
divergent character of the idea generation process should shed light to new areas of 
exploration to generate further paths to follow to support to the transition to the 
further and more structured steps of the design process. 
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How we look at an image changes what we see in an image. The ways in which a 
viewer sees an image differently is based on her identity, beliefs, socio-cultural 
background, education and her perception of the world in general. The practice of 
looking at a visual and extracting meanings out of it, not seeing it optically but 
perceiving the visual is based not only the technologies of how an image is produced 
and disseminated but also based on the identity of the viewer and a set of personal 
and social values. Designers perceive emerging relevant features when they are 
analysing their material and producing visual ideas. Designers produce temporary 
solutions to problems in order to analyse the problem further iteratively and develop 
the solution further with each solution step (Cross, 2006, 2011). Designers are also 
inclined to perceive selectively of possible solutions or opportunities or relevant 
inferences. This “perceptual aspect of design thinking” relates also to the selective 
eye of the designer, a certain, designerly way of looking at images (Cross, 2011, p. 
11). What a designer sees in an image, as visual stimuli for inspiration, is based on 
what she expects to find in the image, based on what she is looking at the image for 
and based of the previous experiences of a designer. The insight derived from the 
photos can be transferred into elaborated questions for further research, a spark of an 
idea, a temporary solution or a path to redefine the process. 
This thesis aimed the participation of novice designers to structured and mediated, 
exploratory design ideation sessions to generate ideas for further steps of the design 
process. This thesis’ approach privileges the designer’s intuitive activity of 
interpretation of photos voluntarily provided by people representing prospective 
users. The people providing the photos are considered as the muse users who are 
inspiring the designer and evoking experiences augmenting the empathic 
understanding of the users by the designer. Various innovative design methods 
employed at the early stages of the design process share similar qualities. The need 
for creative ideation supports an exploratory approach to be adopted and embraced to 
disclose certain ways of looking at user-generated photos, in order to be able to make 
empathic inferences to hatch out new ideas.  
The literature review on the transformation of user-generated design under the 
influence of the experience centred economy, and the emerging need to build an 
empathic understanding of the users underlined the emergence and the importance of 
  
60 
innovative methods for idea generation. The literature review has exhibited that in 
the experience economy understanding subjective perspectives, desires and needs of 
individual users has utmost importance. Design is inclined to employ more 
innovative tools and methods in order to build an empathic understanding of the 
users at the early stages of the design process. Among the other properties of these 
approaches, the visual characteristic of the output supporting creative inspiration for 
design ideation is worth to explore in the new era of augmented visibility. Further 
literature review showed that in this era of participative web and user generated 
media, and pervasive digital photography, user-generated photos constitute great 
potential for design ideation.  
The literature review exhibits the potential of user-generated photos as a source of 
creative ideation and inspiration. User-generated photos provide fragmentary visual 
information from real people’s lives that can be interpreted by the designer for idea 
generation. The further question is how to utilize this rich source with the certain 
potential in order to hatch out ideas. The next chapter will introduce a series of 
design workshops carried out with novice designers in order to develop a structure, a 
certain way of browsing, looking at and assessing user-generated photos for design 
ideation.
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4. METHODOLOGY 
4.1 Introduction 
This chapter covers the rationale behind the research strategy adopted in this thesis 
based on the aim, arguments and research questions of the thesis.  This chapter aims 
to reveal the research strategy and its necessity for exploring the research questions 
of this thesis. In this chapter the theoretical framework of the thesis will be 
presented to ground the research strategy adopted.  Afterwards, the research strategy 
will be presented to introduce the subsequent research steps that will be detailed in 
the following chapters. 
Creswell (2009) argues the decision on selecting a research design is based on 
several factors like the strategies of inquiry, methods of data collection, analysis and 
interpretation. However, the decision is also based on the nature of the research 
problem or the nature of the addressed (Creswell, 2009).  Creswell (2007) refers to 
Denzin and Lincoln (2005) to further elaborate on the nature of qualitative inquiry, 
stating it as an activity build on interpretative and material practices carried out by an 
observer, trying to study phenomena in their natural environment, trying to make 
sense of or interpret the phenomena based on meanings people make of them. As 
qualitative research is interested in emerging problems, a theoretical framework is 
helpful in critical assessment of the outputs of qualitative research. A flexible 
structure allows tuning in the approach as the study continues and presents findings. 
Furthermore, the final report not only includes the interpretations of the researcher 
but also the reflections from the participants and the researcher as well (Creswell, 
2007).  
 This thesis focuses on the potential of user-generated-photos as a source of 
inspiration in early phases of design process. The main question this thesis tackles is 
built around an attempt to understand how user-generated photos can be utilized by 
designers in order to contribute to their design ideation process.  The open ended 
answers sought to this question require creating an environment to observe designers 
  
62 
in action, allowing direct observation as well as methods to collect reflexive 
evaluation of designers afterwards in order to produce evaluative interpretations. The 
purpose of the thesis and the strategy of inquiry encourage adopting a qualitative 
approach. In other words, qualitative research prioritizes researchers’ active 
participation into data collection (sometimes with the help of a protocol as an 
instrument to collect data), participant’s meanings, a flexible and emerging research 
strategy to tackle emerging problems, the value of a ‘theoretical lens’, interpretative 
practices for inquiry and evaluation and an inductive attempt to develop a holistic 
understanding of the issue studied (Creswell, 2009). All these factors make 
qualitative research strategies a suitable strategy for this thesis towards exploring its 
purpose.   
4.2 Steps of Methodology 
The research carried out for this thesis is composed of three main parts: 
1. Literature survey: The research strategy of this thesis is supported by the literature 
review questioning the rationale and constituting the basis and the framework for 
building the arguments. The first part of the research strategy aims to review the 
literature for building a theoretical framework to discuss the potential of user-
generated photos as a source for design ideation. The review presents the recent 
shifts of user-centred design practices towards targeting user experiences. This 
transformation towards prioritizing users’ perspectives and subjective needs presents 
itself with the emergence of design tools and methods that aims collecting and 
interpreting user information. The literature reviewed thus is concentrated on an 
evaluation of these tools and methods and focusing on the visual and qualitative 
character of the user information aimed.  Since the importance of collecting visual 
information in design ideation processes is subjected in the first part of the literature 
review, a special emphasis is put on the review of the definition and the 
characteristics of user-generated photos to discuss their potential for design ideation 
by comparing it to the visually rich user-centred design tools and methods.  
2. Design ideation workshops: The second part of this research introduces the 
rationale and the development of the workshops organised to develop a structured 
exploration to utilize user-generated photos for design ideation. The workshop 
structure is designed and developed in order to explore the potential of user-
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generated photos as a source of inspiration for various purposes at the initial steps of 
the product design process. The rationale of the methodology of the workshops is 
based on research on similar tools used in user-centred design processes and a review 
of visual methodologies.  
The workshops were half-a-day design ideation sessions organized to provide 
participation of novice designers to generate ideas about the target users’ behaviours, 
experiences as well as possible design and research directions or design opportunities 
at the beginning of a product design process. The documentation and analysis of the 
development of the workshops are also parts of the research strategy adopted for this 
thesis.  The main structure of the design workshops will also be presented in this 
chapter. However, the workshop process and the outcomes of the each workshop and 
how the workshop structure evolved during the course of the thesis based on the 
evaluation of each outcome and further literature review will be detailed in the 
following two chapters.  
3. Evaluation of the workshop outcomes based on literature review and interviews: 
The workshop structure provided the necessary opportunities to the participant 
designers to employ user-generated photos and they were asked to use user-generated 
photos as a visual source for design ideation on a design brief they were given. 
Employing images for idea generation was not left to the choice of the participant 
designers but rather was asked directly as a task to complete in the workshop. Each 
workshop was concluded with a presentation session to reveal how participant 
designers used photos from their perspectives and what they think. The selected 
workshop participants were also interviewed to understand how workshop participant 
designers’ utilize user-generated photos deeper, comparing it to their idea generation 
practices in the early phases of design processes before being exposed to the 
workshops. Further elaboration on the evaluation of the workshops will be made in 
Chapter 6. The relation of the research steps can be seen in Figure 4.1 below. 
 
Figure 4.1 : Thesis Process. 
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4.2.1 Literature review 
During the course of the thesis process, an extensive literature was explored 
throughout the different steps of the research to explore, refine and assess the 
arguments of this thesis. The initial literature review presented in Chapter 2 and 
Chapter 3 are focused on two major areas. First, the transformation and progress of 
the user-centred design approaches and practices, second, value and potential of 
images and the use of images in design ideation processes.  
The iterative literature review revealed that user-centred design practices evolve 
towards addressing users’ experiences and their individual and subjective needs and 
demands. User inspiration is necessary to provide the insight from the users to 
expand designers’ empathic horizon and to support their generative and abductive 
designerly thinking processes to address people’s subjective needs, desires and 
experiences. The adoption of this approach brings the necessity to tailor the tools and 
methods from other disciplines adapting the emerging needs of the design process as 
well as structuring new innovative design tools and methods to support designers. 
These tools and methods aim to gather information directly from the users mostly in 
or supported by visual forms and visual narration. Emerging innovative tools and 
methods embrace visual sources as a medium to disclose and interpret the users’ 
individual dialects.  Images, in fact, are a rich source of various insights and 
inspiration for the designers at the early stages of design processes.  
4.2.1.1 Images in design process 
The second part of the literature review is focused on the value of images in user-
centred design practices. The literature review reinforced the argument and rationale 
of the thesis underlining the importance of visual thinking and images in design. 
Images enhance the design ability of designers both as a medium of representation of 
ideas and as a medium of communication between the users and designers (and also 
between members of design teams). As the thesis is not concentrated on the 
production of visual forms of representation, sketches, drawings, computer graphics 
or other forms of visuals were not explored in detail. The literature review was more 
concentrated on the use of visuals and especially use of photographs in design 
ideation process.  
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As covered in the previous chapter extensively, the literature review revealed that 
referring to visual sources i.e. photos as sources of inspiration is a common practice 
among designers (Cross, 2006, 2011; Eckert & Stacey, 2003; Schön, 1983; 
Westerman & Kaur, 2007). Besides printed sources it has also been studied that 
creative idea generation and creative product design can be supported by Internet 
based image retrieval of inspirational images (Westerman & Kaur, 2007).  
Designers use different images acquired from different sources to expand their 
perspectives or to feed their visual sensibility and their creativity. Designers browse 
printed visual sources of all sorts like the images in magazines or adverts, etc. (either 
from the domain of design or from domains not directly related to design) for insight 
and to get inspired at the early phase of the design process. Users’ photos gathered 
by designers and researchers as visual documentation of users’ environment and 
behaviours, or photos provided by the users as a result of a direct demand from 
researchers or designers are also used as sources of information and inspiration in the 
design processes. Besides printed sources the Internet is a novel source of digital 
images and provides easy and alternative ways of accessing to these images. The first 
part of the literature review on the value and use of images in user-centred design 
showed that either gathered directly by the designers as a result of a query, or 
extracted and accumulated from secondary sources, printed or online, photos support 
generative designerly thinking and creative ideation at the early stages of the product 
design process. 
4.2.1.2 Literature review on user-generated photos 
Given the importance of images in user-centred design, the literature review was 
expanded to analyse and emphasize the difference of user-generated photos from the 
other sources of images with reference to the source of these images and what they 
represent. 
Having been revealing the potential of user generated images for design ideation, this 
analysis helped to formulate the research strategy for the next step of the research to 
utilize and benefit from people’s self-documented and self-initiated expressive forms 
of illustrated narratives and constitute the basis for developing the design workshops.  
Based on the revelations of the first part of the literature review, the extended 
literature review aimed to develop a theoretical framework to discuss the user-
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generated photos within the user centred and user inspired design realm as a potential 
source of creative input in the design ideation processes. The technical and social 
properties of user-created content and user-generated photographs in particular, were 
also explored to compare and contrast the similarities and differences of user-
generated photos with other images used in design research.  
The evolution of user-centred design practices towards user inspired and experience 
based design practices developed parallel to the evolution of ICTs. The 
developments in digital technologies and especially ICTs supported the emergence of 
a more connected and transparent society, which was enabled by social media and 
user-created content (Castells, 2000; Dijk, 2005; Wunsch-Vincent & Vickery, 2007). 
Participative web technologies provide a virtual public space, making people more 
visible by enabling them to narrate their stories. These technologies extended the 
possibilities for Internet users to create creative and visual content to be publicly 
accessed via the Internet. User-created content redefines the breadth and depth of the 
sources of images in the Internet, as well as providing the possibility to access many 
more non-commercial, individuals’ images. 
The literature review showed user-generated photos can provide a good source of 
images directly from people about themselves. The functionality of user-generated 
media, the dynamics of how the system works, the cataloguing and search functions 
not only allow direct access to people’s photos and illustrated stories from their 
perspectives but also create the necessary ground for the designer’s creative 
interpretation. The potential of the user-generated photos lies in the ways that they 
can be used to define the possible relation between the people providing the photos 
and the designers aiming to design for the people. User-generated photos position the 
people as muses for the designer with their photos allowing the designer to make 
creative and empathic interferences about the users’ point of view. 
Although there is extensive research on the employment of images in design 
research, particularly the employment of user photos in user diary studies like probes 
there is not an inquiry aiming to develop a strategy to utilize user-generated photos 
for design ideation. Innovative tools like cultural probes and many variations of the 
probes approach question the use of user photos and different applications try 
different ways of gathering these photos from the people but the basics of probes is 
always based on being directly in touch with the users and demand their information 
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directly from them. On the other hand, extensive research on the employment of 
Internet based images for design ideation are all interested in how designers use the 
management of the source, the ease of use to search for images. There is not a 
specific tool or structure tailored for using Internet based images for empathic 
inferences about users, their interactions with the designed environment and their 
experiences.  
User-generated photos are different than the other uses of photos covered in the 
literature review. They directly come from real people. They are voluntarily 
uploaded by people to express themselves and to share their experiences (what the 
designers are trying to empathise with) and they are not provided as a result of a 
demand from the designers. User-generated photos are the result of an emerging 
behaviour of managed visibility of the people living in networked society fuelled by 
social media functionalities. The functionality of user-generated media websites 
(user created tags to label photos to be browsed by viewers) not only provide free 
and continuous accessibility to images, but also provide the possibilities to see the 
difference between people’s associations and designer’s assumptions, turning 
semantic gap into an advantage for design ideation and creating a rich environment 
for creative interpretation for design ideation. This makes the user-generated images 
the common denominator in the critical dialogue between the users and the 
designers. Referring to visual manifestations about the personal lives of random 
people provide novel and unique potential to collect illustrated stories from a diverse 
group of potential users. Interpreting users’ associations of photos with experiences, 
concepts, places, emotions, colours, textures, intangible personal values, etc. 
provides not only inspiration at the initial steps of the design process but also 
provides an indirect way of observing users’ behaviours and their subjective lifestyle 
needs for building an empathic understanding of the users.  
This thesis argues that user-generated photos are an alternative source of creative 
inspiration for industrial designers and can be used for creative idea generation in the 
very early stages of product design processes.  This easy to use and free source can 
be utilized to enhance the empathic horizon and the design ability of designers by 
directing them towards exploring non-commercial expressive visual forms created 
and disseminated voluntarily by crowds. The literature review on the transformation 
of the user-centred design practices in emerging experience economy, and on the use 
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of images in design and user-generated photos has grounded that user-generated 
photos is a potential source for images to be used in design ideation as they provide 
access to voluntarily uploaded personal images of people revealing their points of 
views in life. 
4.2.1.3 Rationale of design workshops 
The argument on the potential of the user-generated photos is supported by relevant 
literature, therefore, in the further steps of the research, an exploration of the 
argument is sought for. The next inquiry of the thesis seeks the ways in which 
designers can utilize user-generated photos in design ideation processes. In order to 
explore and observe in which ways user-generated photos can be used in design 
ideation, it is necessary to propose a setting enabling the application of the 
arguments. The arguments of the thesis and the literature review that supports the 
arguments necessitated an observable design session where user-generated photos are 
used by designers for ideation in a specific design project. In order to determine and 
define the characteristics of the design session below mentioned qualities, arguments 
and approaches were explored and further relevant literature was reviewed: 
 The properties and qualities of innovative design methods and generative 
design tools as covered by Suri (2003), Hanington (2003), Visser, Stappers, 
van der Lugt and Sanders (2005), Sanders (2007, 2011) 
 The basis of the design thinking arguments covered by Cross (2006, 2011)  
 The probes approach in particular covered by Gaver et al. (1999), Gaver et al. 
(2004) and Mattelmäki (2008) 
As a result of the suppositions of the thesis and the abovementioned theoretical 
framework stemmed from the literature review, a prototype of a tool as a moderated 
design workshop is developed as the design ideation session.  
The literature survey helped to set the rational. The proceeding and progressing 
literature survey alongside the workshops also provided the theoretical structure to 
assess and interpret the results of the workshop sessions. The structure and the details 
of design ideation workshops were developed based on the innovative methods 
employed in experience oriented, empathic design practices and also image analysis 
frameworks. Besides the relevant literature support, the workshop tool structure was 
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enhanced based on each workshop’s outcomes, assessment and further literature 
review.   
4.3 Design Ideation Workshops 
The main motivation in adopting a qualitative approach for research strategy in this 
thesis was not to develop an approach or a protocol to extract quantifiable factual 
information about the users but to structure a tool to get inspired by their expressive 
visual content. Previously detailed innovative user-centred design methods are based 
on user participation and analysing materials provided by the users like design 
probes (Mattelmäki, 2008; Keinonen 2006, p. 113). In his evaluation Keinonen 
(2006) explicitly manifests the goal of Cultural Probes, as a method not really to 
obtain accurate, factual, verifiable information, but a method to produce material that 
had already been processed by users and that could be used to inspire the creation of 
surprising product ideas (Keinonen 2006, p. 113). Mattelmäki also reminds us that  
“in user study, projective methods are used for collecting qualitative data about the 
users and their values, dreams and needs for understanding and inspiration, and for 
further development of design” (Mattelmäki, 2008, p. 32). So rather than measuring 
or scaling designer’s evaluation of singled out images or rather than trying to 
measure the impact of certain images on creativity in isolated surveys, or tasks, it 
was aimed to develop a set up where it would be possible to observe how each 
designer adopts user-generated photos into her design ideation process and what she 
extracts from employing user-generated photos in the process. The aim of the thesis 
is not to measure the effect of user-generated photos on the level of creativity 
quantitatively, but to develop a structure to utilize user-generated photos with the 
input from the participating designers.  
Cross (2006, p.19) states “design ability relies fundamentally on non-verbal media of 
thought and communication”. User-generated photos are argued to support the 
inherently visual characteristic of design ability at the design ideation level. The 
workshop tool aims to introduce a certain way of browsing and looking at user-
generated photos in order to build an empathic understanding of the people and 
convert this into design ideation steps.  
The review of studies on the process of designing summarises the core features of 
design ability as comprising abilities to: 
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 resolve ill-defined problems 
 adopt solution-focused strategies 
 employ abductive/productive/appositional thinking 
 use non-verbal, Graphic/spatial modelling media (Cross, 2006, p. 20) 
A designerly way of thinking is adapted to develop the structure of the workshops. 
The workshop, thus, especially aims to apply abductive and appositional thinking to 
interpret the user-generated photos and their non-verbal qualities to make empathic 
inferences. In other words, the workshop aims to foster design ability and generative 
reasoning process defined by Lloyd and Scott (1994) as cited by Cross (2006). 
The workshop aims to use the user-generated photos as source for generative and 
divergent idea generation strategy. The photos are not to be taken as evidences of 
user behaviour or visual reports of facts to support deductive thinking. Besides, the 
user-generated photos are not to be taken as visual evidences supporting an inductive 
ideation to produce generalizable factual and verifiable thoughts about the users and 
use scenarios. It is not a convergent strategy about collecting visual information to 
make specific deductions about specific people, or to make generalisations about 
certain types of people.  
A controlled and monitored design ideation session which is structured to include 
steps for introduction of the brief, the retrieval of the relevant user photos and 
elaboration on the images iteratively to produce an outcome that can be used as an 
input in the creative design process would allow the researcher to observe and 
analyse the process of the designer in action. The researcher should have a control of 
the design brief’s timing and process to make sure that any other external input does 
not interfere with the idea generation process.  
These requirements provided the basis of the rationale of organizing design 
workshops to moderate the use of user-generated photos in a design ideation process 
and to monitor the process to test the arguments of the thesis. The design workshop 
should enable the researcher to observe the induction of the initial idea generation 
process for a defined design goal within the workshop session via the employment of 
user-generated photos.   
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 4.3.1 The necessity of the workshop approach 
There is no intention to seek for the causal relation between an input at the early 
stages of design process and the design outcome at the end of the process. The 
critical point to be evaluated is not how an input e.g. the user-generated photo 
evidently occurs in the final outcome of the design process e.g. as a certain feature of 
the designed product or service but in what ways user-generated photos foster the 
design ideation process. In order to understand the use of images, a qualitative 
approach based on in depth understanding of the participant designers with 
exploratory sessions with designers to observe the process, analysis of the workshop 
outcomes and semi-structured interviews were selected as research methods.  
The purpose behind the workshops is to direct designers towards the source of the 
images, allow them to explore their own ways of browsing and to observe how 
designers make a use of the user-generated photos in their processes towards a design 
ideation goal. Workshops enable employing an emerging source of images and 
utilizing them in a structure for design ideation with reference to the source of the 
images, rather than only browsing images and elaborating ideas on the images.     
One of the main criteria of the method sought was to isolate the employment of user-
generated photos as a sole outside source of creative inspiration in the design 
ideation process. Instead of only observing designers while they are creating early 
ideas with their own ideation strategies, or interview designers retrospectively about 
any of their creative processes, it was aimed to carry out a directed study with 
designers.  As this thesis does not aim to seek for the causal relationships between 
certain images and the outcome of the design ideation process or seek to measure the 
efficiency of the image use in ideation processes, the directed study aims to limit the 
access to inspiration triggers. This approach was adopted not as a method of 
determining a variable and changing it as in the controlled experiments (Melvin, 
2008) but as a means of reducing the possible impact of another outside source. 
The main reason in developing a workshop as a design ideation tool rather than 
applying an already existing method was to be able to have a complete control of the 
start of the design process. It was aimed to control the time of briefing by introducing 
the design brief right before the workshop exercise starts. It was aimed to assure the 
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introduction of the condition of only using Internet for browsing user-generated 
photos.   
All these aims dictated a study of the design ideation process in a controlled 
environment in a controlled period of time. This necessitates an exploratory design 
session such as a design workshop where  
 the brief can be directly introduced,  
 user-generated photos can be introduced  
 the designer can be made obliged to use user-generated photos as the only aid 
to stimulate design ideation. 
To secure the flow of the exploratory session in a controlled environment requires a 
moderator who briefs the designer about the process and limits. As it is not supposed 
to be a retrospective method where the participants summarizes their process based 
on her memories, workshop approach also help the researcher to observe the process 
while it progresses. The workshop allows to observe more than one designer 
simultaneously which gives the opportunity to analyse how different designers 
interpret the same brief and adopt their search strategies to browse user-generated 
photos. 
4.3.2 General properties of the workshop framework 
The transformation of user-centred design practices towards an experience centric 
approach prioritizing understanding individual’s perspectives thorough materials 
provided by them define common properties for design tools and methods applied in 
these practices.  The properties of different design tools and methods used in 
innovative design approaches were used to determine the basic properties of the 
design ideation workshops mentioned in this thesis.    
One of the fundamental properties of the design methods is the use of the visuals as a 
medium of production and exchange of knowledge Hanington (2003), Suri (2003) 
which supports the definition of design ability by Cross (2006), which the tools and 
methods aim to enhance. The material proposed to be used for design ideation in this 
workshop is visual by nature. The structure and characteristics of the workshop was 
decided based on combining similar tools and methods covered by Gaver et al. 
  
73 
(1999), Gaver et al. (2004), Hannington (2003), Mattelmäki (2008), Sanders (2007, 
2011), Schön(1983), and Suri (2003). 
Innovative methods should be explorative, allowing experimentation to foster fresh 
approaches and they should allow creativity in different situations (Buur & Bagger, 
1999 cited in Mattelmäki, 2008; Hanington, 2003). An explorative approach is 
embraced for the workshop where different briefs were introduced in each workshop. 
Exploration also aims to help the idea search at the early phases of the design 
process.  
The early phases of the product design process provide richness of possibilities and 
paths to follow and most of the creative idea generation happens there. Empathic 
inferences hatched from the user’s perspective are most useful in creating these 
innovative ideas thus the design ideation workshops also should be targeting to take 
place at the early phase of the design projects. Design workshops were planned as 
such, to take place at the beginning of design processes where the workshops 
constitute a defined step of idea generation. As it will be detailed further in this 
chapter, adaptability and flexibility are also fundamental features of the design tools 
and methods. The structure of the workshop thus should be flexible allowing to 
tuning in the structure based on the design brief as the abductive thinking requires. 
The certain properties that should be met by the workshop as a tool to employ user-
generated photos necessitate having a control on the design ideation session and the 
design project it is a part of.  
4.3.3 Workshop participants 
Once the properties of the workshop are shaped within the theoretical framework of 
the thesis and by the literature review, details of workshop were sought. Besides the 
logistic preparations to run the workshops, the profile of participants of the 
workshops became the next decision to be taken.  Design tools and methods as idea 
generation sessions in user-centred design practices both employ professional 
designers and design students.  
The limitations of the commercial setting and university setting are different. Doing 
the workshops with professional designers in a commercial setting severely limits the 
researcher’s movements but allows observing professional designers in commercial 
projects. Whereas doing the workshops with student novice designers in university 
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settings provide greater control to the researcher over the parameters of the design 
process and allow a much more transparent design process freed from commercial 
and time related constraints.  Working with novice designers enable the researcher to 
have more control over the framework of the design sessions but also severely limits 
the possibility to observe the use of the visual sources in a commercial setting. As a 
methodological decision, it was decided to use the feedback from each workshop to 
further develop the workshop structure. Thus, the workshop structure evolved 
through the thesis progresses. The limitations of each participant group have 
determined the participants of the workshop and thus determined the evolution of the 
workshop structure.   
4.3.3.1 Novice designers and value of inspirational input  
Cross (2006) refers to Waldron and Waldron (1998) to state that in the design 
process inherently self-correcting iterative process clarifies the suppositions in initial 
concept generation, which is often partially or completely wrong. Nevertheless, the 
inferences and initial arguments provide a starting point for the iterative design 
process. This renders a search for a causal relationship between an initial concept or 
a starting point and the final design product meaningless. For this reason the thesis is 
not evaluating the workshops based on tracing their results to the end of the design 
process. The result sought from the workshop is not a solid product feature or a 
design decision that is going to continue throughout the design process, but rather an 
output that will support the further steps of the design process. As the workshop, as a 
design ideation tool should take place at the early phases of the design process, a 
divergent strategy is embraced and the outputs were aimed to be supporting the 
divergent thinking to make inferences to support the ideation process.  
As stated before, when Cross (2006) discusses the importance of generative thinking 
for design ability, he quotes Lloyd and Scott (1994) to underline that more 
experienced designers use more generative reasoning rather than deductive reasoning 
as the less experienced designers. Thus, targeting a group of less experienced 
designers as the workshop participants makes more sense. This will enable to 
observe if the workshop makes a change in the design ideation sessions of the less 
experienced designers when they are exposed to a structured generative reasoning 
session. Besides observations, what the novice designers extract from the workshop 
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can be directly asked to them. This was the determining necessity in doing interviews 
with selected participants after the workshops. 
Experienced designers have a different approach to problem definition and problem 
solving in design than less-experienced designers. The experienced designers use 
their prior knowledge in problem framing and creating impromptu solutions to work 
more precisely on the design problem itself. The experienced designers are reported 
to bring a different approach towards generating temporary solutions or solution 
proposals to be able to analyse the problem better and work on the previously not 
defined or ill-defined characteristics of a design problem (Cross, 2006, p. 79).  
Mougenot et al. (2008, p. 336) state that junior designers (as they coin the term) “rely 
on inspirational resources more than senior designers” as the experienced designers 
have more experience in accessing and using their own professional experiences. 
They argue that experienced designers also manage inspiration better than the junior 
designers and there is “a greater need for novice or young designers to have access to 
information and inspirational materials”. The reason workshops were developed was 
to enable the employment of user-generated photos as an emerging potential source 
for creative ideation. The sessions were moderated and planned sessions to provide 
the opportunity to designers to use these photos as a source of inspiration. 
Experienced designers have their own ways of using inspirational materials whereas 
novice designers are more in need of and more open to using alternative sources of 
inspiration. This attitude difference makes student novice designers as an ideal group 
of participants in a study aiming to explore, observe and understand the ways of the 
employment of a proposed source of inspiration. 
4.3.3.2 University workshops to support novice designers  
This thesis does not have a pedagogical perspective. It does not intend to look at the 
tools and methods of design education. However, the limitations made it necessary to 
apply the workshops in an educational setting. The design workshops were carried 
out in universities and the educational set up of the workshops allowed discussing 
how the design ability of novice designers influences the development of the 
workshop.  
The participants of the workshops are expected to generate ideas for their design 
processes, their further steps and about the user behaviours and the current 
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perspective of the users.  The workshop aims to introduce a certain way of looking at 
user-generated photos in order to build an empathic understanding of the people and 
their experiences and convert this into design ideation steps. So novice designers 
who have not fully developed that gaze yet are an ideal group to test the potential of 
user-generated photos.   
The aim of the educational setting, or the employment of the workshop in an 
educational setting is to foster a certain way of looking at user-generated photos to 
hatch ideas, a designer gaze in the novice designers. The workshops aim to frame a 
structure, especially for novice designers; to look at photos within design related 
frames in order to extract creative insights from those images.  
The empathic horizon of designers can change over time and be extended by training 
and experience (Kouprie & Visser, 2009). It is decided to use user-generated photos 
in a moderated and structured design ideation session to foster design ability and to 
extend the empathic horizon of the designers. After the decision was made to work 
with novice designers, the workshop aim evolved towards extending the empathic 
horizon of the novice designers by stimulating them in order to make them have a 
larger set of questions and queries inspired by the visual material provided by the 
potential users. The empathic horizon of a designer, her ability to relate with the 
potential users and make empathic inferences can be expanded and extended by 
training and experience. Thus it is decided to organise the workshops with novice 
designers in universities. 
4.3.3.3 Practical reasons to select the workshop participants 
Besides the theoretical suitability of employing novice designers as workshop 
participantss, there are also practical reasons that necessitate organizing workshops at 
universities with novice designers.  
This thesis explores the employment of a visual source for design ideation and the 
literature rationalizes employment of novice designers for this exploration as their 
lack of experience in manipulating sources made them a better source of participants.  
In many different studies, novice designers were employed to explore design 
processes from several different angles (Cross, 2006, 2011). Design students in all 
these studies were considered as designers as the reason behind the exploration is to 
unfold the designers’ actions within given conditions in a design process rather than 
  
77 
exploring the commercial dynamics behind decisions in professional design 
processes.   
Besides the theoretical background of working with novice designers, the 
opportunities of working with novice designers in an academic setting are also taken 
into consideration. University workshops prevent the inclusion of otherwise not 
interesting constraints, like commercial constraints, time pressure, (or vice versa, so 
long and slow processes) into the design ideation process.  
The opportunity of having control on the complete design project process, which is 
to be completed in a certain time, is the most important reason behind selecting 
novice designers and an academic design project setting for the workshop.  
As a design ideation tool to benefit inspirational visuals, the workshop is to be held 
at the very beginning of a design process. This severely limits the planning of the 
workshop sessions. The commercial setting, without a repeating pattern of starting 
projects does not allow a foreseeable project calendar. To be able to involve 
professional designers and apply the workshop in their professional environments, 
one should risk waiting for a new design job to be taken. Whereas university setting 
allows applying the workshop with the participation of novice designers several 
foreseeable and programmable times an academic year. It is very important for this 
research to be able to interact with the designers and introduce them the workshop at 
the very beginning of a design project process in order to expose designers to a 
certain idea generation tool before they carry out personal researches and structure 
ideas and attitudes about the design problem. University workshops allow the 
researcher to determine when to organize the workshop during the course of a design 
project.  
Besides the theoretical and practical reasons explained above, the reframed practical 
reasons also effected the decision on the participants of the workshops: 
1. The university workshops allow recruiting a higher number of designers in a 
shorter time. Making an exploratory study with designers working with design firms 
or in house design teams require pre-arranged meetings, non-disclosure arrangements 
and official permissions demanding longer periods of time to complete.  The time 
constraints of an academic study allow limited time to finish fieldwork. So university 
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workshops enable easier access to designers’ processes and require using design 
briefs tackled by several designers.  
2. University workshops allow tackling with a diversity of design problems. 
Different courses allow various design projects to be undertaken and allow the 
employment of user-generated photos for various purposes. Several participating 
novice designers allow assessing various outcomes for the same concept for each 
different project.     
3. The confidential nature of commercial design processes makes it hard to access 
professional designers’ design process. On the contrary academic design projects are 
open and the novice designers have fewer constraints to inform the researcher about 
their design processes. 
4. The individual designers need individual briefs, and each of them can be assessed 
individually whereas the course presents the possibility to assign the same brief to 
various individual novice designers so that in a given time more project and process 
outcomes can be assessed.  
5. As mentioned above, university workshops have the potential to deal with design 
projects without pressure from production or marketing. 
4.3.4 Design ideation workshops with novice designers 
Once the decision was set to make the workshop with student designers in a 
university setting, the details were decided. The literature disclosed that it is 
advantageous to carry out the workshop with student designers. The practicalities of 
university workshops and the evaluation of limitations of university or commercial 
setting workshops also pointed out to the necessity of the university workshops. 
Although the student designers were selected as the workshop participants it is 
decided to employ design students only in later stages of their education. It is decided 
to carry out the workshop with final year undergraduate design students and mostly 
with graduate level industrial design students. The reason behind selecting mostly 
graduate level industrial design students is that the senior students or the graduate 
students have already a broader idea about design processes and they are generally 
familiar with at least some of the very common research strategies, tools and 
methods of user-centred design practices.    
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It is also decided to carry out the workshop in different universities if possible to 
have a diversity of design students using the proposed steps to explore and utilize 
user-generated photos. The workshops were organised in 4 different universities with 
the participation of final year undergraduate and graduate level industrial design 
students. There is one exception in this decision. In the second pilot workshop 
organised at Istanbul Technical University, the participant group was a mixed group 
of design students including second year industrial design students and graduate level 
industrial design students. As the workshop was included in a course schedule, the 
dynamics of the course determined the mixed structure. A company prepared the 
brief for the design project for this workshop and the design project was undertaken 
by both groups of students working together. 
Seven workshops were conducted to observe the utilization of user-generated photos 
for design ideation processes and to develop the strategies and the structure of the 
workshop tool. The workshops were organized between January 2009 and April 
2013 at Istanbul Technical University Department of Industrial Product Design, 
Middle East Technical University Department of Industrial Design, Izmir University 
of Economics, Department of Industrial Design and Aalto University Faculty of Art, 
Design and Architecture, Department of Industrial and Strategic Design, with the 
participation of undergraduate and graduate level industrial design students.  
The workshops were evaluated in the dimensions determined by the review of the 
relevant literature and the input from the semi-structured workshop evaluation 
interviews. The outcomes of the workshops were also analysed by going through 
submitted presentation files, by deciphering presentation recordings as well as the 
recordings of the open ended  one to one semi-structured interviews with selected 
participants held after all workshops but the first two.   
4.3.5 The workshop’s structure  
It is decided to use an initial structure for browsing and sorting out user-generated 
photos in order to use them in the design ideation processes and later develop this 
structure with the input from participating designers. An explorative approach is 
adopted to enhance the workshop structure. The cumulative experience and 
knowledge based on results of each workshop is planned to be used to develop the 
workshop, hence to structure the framework further to employ user-generated photos 
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for design ideation. In these workshops it is planned to give design briefs for a 
variety of design tasks to undergraduate and graduate level industrial design students 
and to ask them to use user-generated photos for their ideation processes in 
moderated sessions. The aim of the workshop structure is to prescribe a certain way 
of looking at and utilizing user-generated photos.  
Visser et al. (2005) have developed and employed generative methods involving user 
participation to quick design sessions to support design ideation processes. When 
they reflect on the properties and structure of generative design methods, they state 
that their extensive experiences of developing and applying these design methods in 
many professional and academic settings pointed out the importance of a planned 
and structured step-by-step approach to benefit from the design sessions they have 
moderated (Visser et al, 2005). For example, contextmapping,  a design method to 
support the early phases of a design process, is combination of methods but in its 
essence it is based on organising a participatory design session with users and 
analysing the fragmented and visual data coming from various participants with a 
qualitative strategy to analyse the process and output with a grounded approach 
without pre-set expectations from data. Contextmapping structure, developed 
through theory and practice, thus provide enlightening support to rationalize the 
structure of the workshop to employ user-generated photos as (Visser et al, 2005) 
In order to maintain the workshop progresses through the pre-determined phases and 
to ensure that the participants follow the necessary instructions, a step-wise process 
is adopted in the workshop. In other words, the workshop structure aims to direct the 
participant designers to complete the design ideation task in pre-defined, finite but 
iterating steps. It is decided to clearly define the steps and manage the moderation of 
the workshop to fully get advantage of employing the designated source of 
inspiration. 
The structure should help to immerse the designer into visuals provided by the 
people. However, the framework is not developed only for browsing the images to 
interpret them but also to communicate the output of the workshop. A standardised 
output document which can be prepared at the planning phase should help the 
designer to re-visit her process and produce quick answers to progress towards the 
solution of ill-defined design problems. Further exercises might lead to the 
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appropriation of the first results further resulting in more immersion into the idea 
generation domain.  
4.3.5.1 The phases of the workshop 
The workshop structure is based on three phases: 
1. Pre-workshop planning 
2. The Workshop  
3. Post-workshop process 
Planning phase 
In the planning phase two main topics should be decided to shape the subsequent 
steps of the workshop:  
a) Determining the framework for browsing and interpreting images 
b) Determining the expected outcome 
The planning phase is the first exercise that allows the designer to think on the 
subject matter and design objectives. It is the phase that allows customising the 
process of browsing photos according to the needs and the flow of the design 
process. The aim of the ideation session is being determined in this phase and the 
plan of the rest of the session is done according to the aim of the session and the 
expectations of the designer from the session. In this study the ideation session is 
carried out as workshops carried out under the moderation of the author, so, the 
planning stages of the workshops were carried out by the author himself.   
The ideation session is based on browsing and interpreting user-generated photos 
within the framework of the goal statement of the session. The browsed images and 
the possible interpretations acquired by browsing those images are fragmentary in 
nature, so as in generative design techniques, a clear goal statement is necessary to 
determine how the fragmentary data should be used for as fragmentary data makes it 
hard to apply data analysis tools (Visser, 2003 cited in Visser et al, 2005). 
The nature of previously covered design tools and methods employed at the early 
phases of design processes requires a flexible approach (Hanington, 2003; Suri, 
2003, Mattelmäki, 2008). This study and the workshop tool it proposes is a particular 
way of browsing and looking at user-generated photos. The workshop is a proposal 
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of benefiting the visual material provided voluntarily by real people. It is a tool to 
support generative thinking to create creative ideas to further progress the design 
process. As it is not a tool to analyse vast amount of user information to extract facts 
but rather a tool to interpret user-generated visuals towards design ideation aims, the 
flexible structure should allow open interpretation of the user-generated photos. The 
workshop exercises might lead the designers towards re-considering their point of 
view for richer interpretations, thus it should be possible to customise or to alter the 
exercise at the planning phase according to the goals of the workshop. This does not 
mean that there should not be a structure. There should be steps to be followed but it 
should not be a rigid method that cannot be adapted to new briefs. These phases and 
the prescriptive workshop steps, thus, are decided to allow adaptation and ad-hoc 
planning if necessary.  
The structure of the workshop is decided to be flexible, customisable and enabling 
open interpretation rather than formal analysis of browsed photos. The preparation 
phase enables the designer (or the moderator in the case of this thesis study) to 
determine a search and interpretation strategy suitable for the design brief and with a 
strategy to support the ideation process with the outcomes. 
The structure of the workshop is flexible also for the moderator, enabling him to 
adapt its structure to the results of each workshop. The design ideation workshgops 
are aimed to be used as exploratory sessions to enhance the exploration strategy 
based on the input after each workshop. Employment of the innovative and 
generative tools and methods in design process is a progressing approach. Many of 
the tools and methods are explorative in nature and deliberately allow alterations 
after each session. For example Gaver et al. (1999) state that the outputs of a 
previous probes session effect their next session. They redesign the probes packages 
based on the responses of previous group’s responses.  
The physical properties of the workshop venue, the number of participants and the 
moderation of the session based on the physical properties and the number of the 
participants are decided in this step: the number of the participants and their 
demographic background is not pre-determined in thesis workshop as it is a novice 
designer workshop taking place at universities. The minimum number aimed is 5 
participants but more than 5 is also welcomed. The number of participants is not 
relevant as the workshop is not a cognitive user study employing participants to test 
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certain design feature. It is rather an observation study of a designer at work aiming 
to discuss the designer’s reflections on the proposed structure.  
The workshop phase: Workshop steps 
The Idea generation session is the core of the design ideation workshop. This session 
is based on 5 fundamental steps. The steps consisting of the keyword generation, 
image retrieval and initial interpretation are meant to be iterated as a cycle to refine 
the image search and the accessed visual results. Below are the 5 steps: 
Step 1, Introduction: The first step aims to introduce the workshop with a brief 
presentation on the use of images as a source of inspiration and information in design 
processes and introduction of the potential of user-generated photos as a source of 
inspiration.  
The Introduction session is intended to remind novice designers the several different 
uses of images within different design tools and methods, especially in order to 
understand the users, their experiences and the designed environment they live in. 
This short session aims to foster the designers’ willingness to question and explore 
content-generating users’ photos with an agenda of building an empathic 
understanding of the people who uploaded them in an attempt to empathise with 
target users.  
There are many user-generated photo sharing websites which provide a platform to 
upload, share and browse user-generated images. In the introduction step, examples 
are presented to the participant designers but deciding on which source to explore is 
left to the participants.  
The introduction step is also for introducing the design brief and the selected user 
group, if there is an intended specific user group. Ideally, the introduction step is the 
first time the participating designers are informed about the design brief.  
Step 2, Keyword generation: The second step aims to discuss the project brief and to 
determine relevant keywords for image search. The second step is a short 
brainstorming session. It is planned to familiarize designers to the design brief and 
the idea generation domains previously defined in preparation phase. It is aimed to 
direct designers to generate keywords based on their own experiences and 
associations and their designer intuitions. This exercise is planned to be carried out in 
two phases. First, the moderator triggers and manages the collective keyword 
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generation. This is planned to be followed by a session of keyword generation 
working individually (or in individual groups). The brainstorming and the keywords 
are planned to be classified under the previously determined framework. The 
rationale of the framework that is decided to be used in the second and third steps 
will be discussed in the further subsections of this chapter.   
Step 3, Image retrieval: In this step the designers use the previously generated 
keywords to search for user-generated photos that can inspire them. Step 2 and 3 
should be repeated in an iterative cycle as seen appropriate by the workshop 
moderator or the participants themselves. The iteration is recommended to fine tune 
the ideation process. The found images could trigger new thoughts and new 
keywords, which trigger new image searches. 
Step 4, Group discussion for developing ideas: This step aims to allow 
groups/individuals time to discuss what they can extract from the images they have 
retrieved. The discussion is again planned to be shaped around the previously 
determined goals and framework.  
Step 5, Presentation:  The presentation session aims to let participants share what 
they have come up with and to discuss what they have extracted from what they have 
accessed. The preparation for the presentation is a step to direct the designers to 
interpret the accessed photos according to the aims and the framework of the 
workshop presented them at the beginning of the workshop. In other words, 
preparing the workshop outcome presentation is the step for a condensed 
interpretation session. 
The presentation session is planned as a colloquium for the designers enabling them 
to compare, contrast and discuss what they have extracted from the visuals they have 
browsed. The presentation step allows designers to see different interpretations and 
approaches of other fellow designers, which aims to serve to foster their creative 
ideation sessions for further steps of the design process.   
The presentation step is also planned as an ideal medium to observe the first 
outcomes of the workshop and to observe how designers define in what ways thy 
have utilized user-generated photos. 
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Post workshop phase 
The workshop presentation sessions enables the author as well as the designers to 
listen to the designers’ reflections on their own design ideation processes. The post 
workshop phase, however aim to gather reflexive information from the workshop 
participant designers about their experience. The main tool for collecting designer 
reflections is determined as semi-structured interviews. Besides interviews, a quick 
survey and a subsidiary workshop outcome document is employed, although the 
survey was abandoned after pilot workshops.     
As the workshop is designed to take place at the start of a design project, the ideation 
and design development continues throughout the project’s timeline. In order to have 
an idea of the effect of the workshop over the following steps and the following 
design tasks, developing a workshop outcome evaluation format to get participant 
designers’ reflections is targeted.  The format of this outcome is kept open and 
flexible, allowing the author to tune it after each workshop based on the previous 
workshop’s impressions and the upcoming workshop’s requirements.  
The overall structure of the workshop can be seen in Figure 4.2 below. 
4.3.5.2 Refinement of the workshop structure: Pilot workshops  
Two pilot workshops were organised in Middle East Technical University and at 
Istanbul Technical University respectively. The workshops helped to author to reflect 
on the observations and the outputs of these workshops. A need for a more detailed 
structure emerged after the workshops. So, the workshop structure and the details of 
the steps were refined based on the observations and outputs of these workshops.  
The pilot workshops will be detailed in the following chapter. Their evaluation 
resulted in the need for further analysis and refinement of the workshop structure. A 
framework for interpretation of the user-generated photos is further developed after 
the evaluation of first and second pilot workshops. 
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Figure 4.2 : Phases of the design ideation workshop process. 
4.3.5.3 A framework for the interpretation of user-generated photos 
The workshop and its structure are developed to enable designers to browse and 
interpret user-generated photos. As stated before, the gathered photos are not direct 
user information collected by researchers but visual information about people 
provided by them directly. With this in mind, the user information analysis approach 
in concept development can be used to develop the workshop structure. Jääskö and 
Keinonen (2006) provide a detailed description of how user information is used in 
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generating and working with concepts in product design. They present an overview 
of the user information collection and interpretation.  
User studies serve product design directly or indirectly. When the aim is to solve the 
problems of the existing products, user information can be directly used. On the other 
hand, at the early stages of the design development process, and at concept design 
projects, as the collected user information cannot be used directly to solve a problem, 
the aim is rather to use the user information to support the design ideation process. 
Idea generation and concept development are exploratory processes rather than being 
explanatory. This requires the interpretation of the user input rather than the analysis 
of it. Interpretation of user information leaves more room for insight and empathy, 
which are required for developing design ideas that better address the needs of the 
users in experience economy (Jääskö & Keinonen, 2006).  
The user information collected with different methods is processed to make it useful 
for the design process. Jääskö and Keinonen (2006) argue that in the interpretation of 
the user information, user information is processed and transformed into 
comprehensible definitions about the user’s behaviour, the product’s usage, 
information on the ownership of the product at stake or the environment the product 
will be used in. These descriptions take information that is “otherwise difficult to 
articulate and put it into a format that can be seen, understood, distributed, assessed 
and saved for later use” (Jääskö & Keinonen, 2006, p. 104). There are various 
approaches of interpretation of user information. Jääskö and Keinonen (2006) 
propose four main types interpretation approaches: 
1. Applying interpretation models, where the data is organised in predefined relevant 
perspectives to support new idea generation.  
2. Categorisation based on the material, where the collected user data to shape the 
categories of interpretation. The flexible structure based on the influences of the user 
data on the categories allow and encourage to interpret the user data from new and 
fresh angels. 
3. Condensing and combining, where the abundant user data is filtered to select the 
most characteristic and influential data to make interpretations and produce new 
ideas.  
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4. Direct interpretation, where the designer interprets the uncategorised user material 
directly. The user material in this category may include user diaries or user 
photographs. Direct interpretation supported by the designer’s personal experiences 
augment creative idea generation in this approach. This interpretation approaches 
work best where the data used to generated ideas need not to justify solutions or 
where an affective, intuitive idea generation strategy is better (Jääskö & Keinonen, 
2006). 
In order to develop a strategy to interpret the browsed user-generated photos, the four 
interpretation methods are useful as a reference.  When a similar strategy is adopted, 
“direct interpretation” approach suits the best to the nature of the collected photos 
and the aims of the workshop. The images are not collected to justify solutions but to 
support idea generation through interpretation, so the direct interpretation approach 
comes forward. However, a pre-categorisation, a previously decided affinity 
structure to interpret the photos is also useful in the framework of this thesis.  
User-generated photos are browsed via searching them through their user-attributed 
tags.  Determining categories for the intended use of images is decided not only to 
help as an interpretation model but also as a model for image retrieval based on the 
determined keywords.  As a result of this analysis, it is decided to use categories for 
the second and third steps of the workshop, generating keywords and retrieving user-
generated photos respectively. A categorisation not based on the formal analysis of 
images, the content or the composition of it but a categorisation based on the 
intended use of the image is built. The categories are intended to help the generation 
of keywords and also to support the interpretation of the retrieved photos, enhancing 
the interpretation strategy of the workshop by merging the “direct interpretation” 
model with an interpretation model.   
The model proposed in this thesis is based on determining and using categories 
called “sites”. Sites are categories under which the keyword generation is carried out. 
The aim is to generate keywords with the help of the sites and retrieve and classify 
the user-generated photos under these sites. This categories aim to increase the 
efficiency of the workshop by proposing an interpretation model that deliberately is 
not strict to allow more space for direct interpretation of the photos retrieved.  
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The categorisation under the sites was determined as a strategy for interpretation also 
because of the nature of the participants. A direct interpretation could be proposed 
for an experienced designer audience, who have more developed and individual 
strategies to use images for their design processes. However, the workshop 
participants were decided to be novice designers, who lack experience and skills in 
utilizing the images fully for design ideation (Mougenot et al, 2008). The literature 
on the utilization of digital images for idea generation and the pilot workshops 
suggested a more controlled, structured session to utilize user-generated photos. The 
suggestion of the relevant literature was justified through observations during the 
pilot workshops. The pilot workshops will be covered in detail in the next chapter. 
4.3.5.4 Categorisation: The sites 
An image retrieval process carried out without a framework can distract or mislead 
the design ideation process as the retrieved photos may vary diversely from each 
other content and conceptwise. Although diversity of search results is a required 
basis for creativity in image retrieval, excessive diversity of search results might 
make it difficult to link the search target and returned results and mentally classify 
the results in a comprehensible structure (McLaughlin, 1993; Westermann & Kaur, 
2007, p. 80). Pre-determined categories help to shape the search strategy, help 
classification of concepts. Categories support first keyword generation and image 
retrieval and then clustering the search results for interpretation. In other words, the 
sites structure is adopted to help the designer for keyword generation before image 
query and for classifying and interpreting the photos after the image query.  
The visual nature of images makes it easier to transform and transcribe abstract user 
information into the visual-by-nature language of design. The visual culture literature 
evaluates how images make meanings from different points of view. Rose (2007) 
makes a distinction between the approaches in production of images for a research 
project and the interpretation of the found images.  This thesis is exploring the 
potential of a particular source for found images and exploring a certain way of 
looking at those images in order to benefit from them for design ideation. Thus, her 
approach regarding to the interpretation of found images is relevant to this thesis and 
helpful in shaping the workshop structure. 
  
90 
Rose (2007) underlines the necessity of a critical approach to interpreting found 
images and states that a critical approach should 
 Take images seriously 
 Thinks about the social conditions and effects of visual objects  
 Consider your own way looking at images 
Keeping these fundamental properties of a critical approach to interpreting images, 
she elaborates on several different tools and methods like content analysis, 
semiology, psychoanalysis and discourse analysis and proposes a meta-framework 
driven with input from these visual methods and approaches to analyse any kind of 
images. In this meta-framework, she states that there is a general concurrence that the 
meaning of an image is made in there sites: 
Site of Production: The circumstances of the production of any kind of visual 
representation the way it is produced, the technologies used, and the technologies of 
representation and dissemination affect its meaning. 
Site of the Image: The image itself, the content of the image, the elements and their 
composition as well as their relation to other images in the collective memory affects 
the production of the meaning of that image.  
Site of the Audience: the conditions of the practices of viewing the image, who is 
viewing the image in what kind of a social environment also affects the meaning of 
the image. 
It should be noted that besides this three sites formed with views from different 
approaches, Rose (2007) introduces three modalities also. She argues that 
technological, compositional and social modalities occurring under each site is also 
helpful to understand how images make meaning.  
 Rose’s (2007) framework helped shaping the categories in the workshop. The 
framework primarily underlines that to interpret an image a framework employing 
multiple perspectives is necessary. Analysing and image from this different 
perspectives help to interpret the image. The dynamics of the perspectives change in 
time but the richness of employing the different perspectives does not change. A 
categorised approach applied through sites enable the viewer to evaluate the image 
with an “informed” approach, knowing where to look and in what context to interpret 
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what she looks at to grasp nuances that the image’s meaning is built for that 
particular viewer.  
This framework was decided to be adapted to the workshop structure. The nature of 
categories to shape keyword generation process, image retrieval and the clustering 
the retrieved photos is determined by the review of tools and methods in user-centred 
design practices and inspired by the review of literature on visual methodologies and 
meta-framework of analysis of images developed by Rose (2007).  
It is decided to use sites in image retrieval and interpretation. Contrary to Rose’s 
(2007) generalising approach, it is decided to let the workshop aims to shape the sites 
in which the keywords are produced and the images are interpreted.  The sites were 
decided to be determined in the workshop preparation phase based on the 
expectations from the workshop. These determined sites are decided to be presented 
to the participant designers at the introduction step so that the image retrieval and 
following interpretation steps might be carried out with these categories.  
Interpretation of an image through sites reveals the possible several readings of the 
same image depending on the focus of the viewer. This structure allows the viewer to 
interpret the same image from different point of views each revealing different 
complementary properties of the image. The determined sites direct the designer 
towards producing ideas on what meaning the user-generated photos can produce 
when explored from different perspectives. This structure does not limit using 
different approaches to interpret images but offers a structure to the designers to 
employ different approaches. This construction allows one person to have a clearer 
and more organized approach in analysing and interpreting the images and a 
possibility to make informed and thought-through decisions of which approach to use 
for further and deeper analysis if necessary.   
In this thesis study, as the workshops were decided to be moderated by the author, 
the sites are planned to be determined by the moderator based on the project brief, 
and the aim to be reached after the session. The sites in the workshop are planned to 
find user-generated photos that can serve as the mediator between the designer’s 
memory and mental image about a concept and the possible user’s expression of a 
certain concept visually. The sites are planned to be used to regulate the designer’s 
idea and keyword generation on a concept so that her experience and mental image 
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can be compared to the content generating user’s corresponding visual construct 
about the same concept.  Sites are meant to help to target to retrieve user-generated 
photos visually corresponding to the designer’s concepts in mind to compare and 
contrast them for idea generation. 
4.4 Evaluation of the Workshops 
This section presents an overview of the strategy to evaluate the outcome of the 
design ideation workshops. The workshop outcomes are planned to be used to 
evaluate the workshops with the support of the review of the relevant literature.  A 
complete evaluation of the workshops will be presented in Chapter 6, after presenting 
all the workshops respectively in Chapter 5. Each workshop outcome will be 
discussed individually in the next chapter before an overall evaluation. The 
evaluation of the workshops is meant to be the basis for the conclusion of this thesis. 
The workshop evaluation is going to be discussed with the help of three qualitative 
inputs:  workshop outcome presentation, workshop reports and the interviews. The 
workshops are not intended to produce quantifiable results thus a qualitative 
approach is adapted to discuss and evaluate the workshops 
The design ideation workshop as the prototype of a design ideation tool is developed 
based on the review of the literature on visual methodologies and the innovative 
design methods. The nature of the methods that the workshop is built upon is 
qualitative and dictates a qualitative approach for creative idea generation. As the 
workshops are planned to adopt a qualitative approach in interpreting the found 
images for design ideation, it is also decided to evaluate the workshops based on 
interpreting this process.  It is decided that the evaluation of the sessions should be 
based on reflexive input from the participant designers. Thus a strategy to disclose 
designers’ own reflective evaluations to evaluate the whole workshop processes is 
adopted.  
 4.4.1 The workshop outcome presentation 
The first phase will be the discussion of the workshop presentations. As detailed 
above, each workshop is planned to have a presentation session at the end, where 
selected participants are supposed to present their workshop process in front of the 
author and their peer designers. Author’s observations will be used to discuss the 
participants’ presentations. In those presentations the designers are planned to be 
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asked to present their own process of making use of the user-generated photos. In the 
next chapter, each workshop will be presented in detail and the participants’ 
presentations will be exemplified to discuss participant designers’ evaluation of the 
workshop process from their own perspectives. The presentations enable the author 
to carry out observations about the immediate reflections of the designers about the 
workshop process and are expected to present valuable input to the evaluation of the 
workshops in particular and the thesis approach in general. 
The workshop outcome presentation, like photo elicitation sessions are based on 
discussing selected photographs with participants, interpreting the visual input and 
deriving meanings out of the visual input. Harper argues that discussing photographs 
with two or more people and trying to extract meanings out of them together is “an 
ideal method for research” (Harper 2002, p.23). The workshop presentation is 
planned to trigger a discussion on how the participants interpreted the user-generated 
photos. The workshop’s presentation format, asking the participant to show the found 
image and elaborate on that image, is developed for encouraging discussion. This 
discussion session at the end of the workshop aim to share the ideas based on the 
photographs. It encourages collective and comparative elaboration of user-generated 
photos to enhance the idea generation. 
4.4.2. Workshop reports 
Despite all the workshops are planned for universities, the role of the workshops is 
dependent on the framework of the course that the workshop is a part of. The 
workshop session is planned to be an independent idea generation exercise. 
However, as the workshops organised as a design ideation tool to be used as a part of 
a course, an extra feature is added to the workshop. As previously covered, a flexible 
structure was intended to be the backbone of the workshop. So, in the workshop 
session where the author is able to have control over the flow of the whole concept 
design process (as the concept project is the part of the course) it is decided to 
demand a short written workshop outcome from the participant designers. The aim of 
the written outcome is to make the designers to elaborate on their own workshop 
process in written summary format, intending to collect information.  The written 
outcome intends to have a short written reflection from all participating designers as 
a complimentary input to the workshop presentations.   
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4.4.3. Interviews 
The third phase of the workshop outcomes is the interviews. Interview is one of the 
major methods of data collection in a qualitative research and allows the researcher 
to direct access to participants’ reflexive ideas (Creswell, 2007, 2009; Marshall & 
Rossman, 1995). Interviews aim to reveal the participants’ accounts on the issue 
studied.  
Cross (2011, p. 8) states asking designers about what they do could be “the simplest 
and most direct form of inquiry into design ability”. The workshops aim to reveal 
how the potential of the user-generated photos can be used and utilized by designers 
for design ideation. So to understand this process it is also wise directly to ask it to 
the designers. The interviews thus aim to disclose designers’ experiences throughout 
the workshop and how they think user-generated photos contributed to their idea 
generation.  
The meaning building based on the user-generated photos is a constructive process. 
The designers extract meanings from the images based on their own experiences and 
knowledge and therefore construct a meaning by interpreting the user-generated 
photos in a framework for design ideation. Creswell (2003, p.18) argues that a 
researcher uses a qualitative approach where she “makes knowledge claims based 
primarily on constructive perspectives”. Qualitative approaches help inductive 
reasoning and thus qualitative interviews are adopted as a method to understand 
designers’ constructive processes.  
The author’s observations during the workshops provide an insight on the designers’ 
process. In addition to the real time observations, the workshop presentations 
mentioned in the previous section aims to allow the designers to elaborate on their 
workshop process. The written report on the other hand aims to gather summarised 
reflexive information directly from the designers about their idea generation in a 
definite design process. The interviews aim to reveal the participant designers’ point 
of views by directly asking them to reflect on their workshop experience. This 
strategy aims to understand each designer’s own strategies in idea generation and the 
designer’s relation with images in this process to be able to later compare the 
author’s observations and the designer’s actual testimonials on how they have used 
the user-generated photos in the design ideation process.  
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4.4.3.1 The structure of the interviews  
Qualitative interviews have different types and formats based on the contact with the 
participants and the structure of the questions (Creswell, 2003). The selection of the 
type and format of the interview should be done according to the inquiry strategy and 
the problem tackled. In this thesis, face-to-face interview with participants is adopted 
as the type of the interview. The workshop process introduces the author to 
participant designers, so an arrangement for the interview could easily be done to 
carry out a one-to-one interview. The interviews aim to gather the reflections of 
individual designers, so the interviews were held with each participant designer 
individually rather than running group interviews.   
A semi-structured interview style is adopted as the format of the interviews. It is 
aimed to control the order of the questions and the flow of the interview. However, it 
is also aimed to allow the participants to elaborate further on the issues they 
prioritize and enable them provide their individual perspectives. For this reason it is 
decided to select a semi-structured interview format with open-ended questions. 
The previously mentioned materials the participants provided prior to the interviews 
support the flow of workshop interviews in this thesis. The workshop presentation 
and the workshop report – in workshops where available – are used as reminders to 
enable the designers to present their reflexive evaluations on their idea generation 
processes in general and their workshop process in particular.  
This thesis study prioritizes participant designers’ personal interpretation and 
reflections on their own design ideation processes and their relation with user-
generated photos. Thus, the subjective views from individual designers constitute an 
important part of the effort in the inquiry on how user-generated photos can be 
utilized in design ideation. This is also why qualitative interviews are used as a 
method. 
It is aimed to ask participant designers pre-determined questions about their 
processes but also adapting these questions based on the flow of the interview. Semi 
structured interviews allow flexibility and adapting new questions due to the flow 
and direction of the interview. By the same token some questions prepared were not 
asked as the interviewee already replied for the planned question. During the 
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interviews a prepared framework was used. The framework for the main query of the 
interviews is based on questions to reveal the aspects below: 
 What kind of tools and methods do designers use for design ideation 
 How do designers use images in their ideation processes 
 How do designers access to the images, what is their search strategy 
 How did the designers utilize user-generated photos in the workshop 
 How did the user-generated photos affect their idea generation process 
 What do the designers think for the directed session they have recently 
experienced 
The interviews followed this main frame of direct inquiry so that the results can be 
compared to each other for an evaluation and cross-comparison of the workshops. 
The interview results will be evaluated independently for each workshop but they 
will also be compared to contrast similarities and differences in participant responses 
to each workshop. These main queries are determined based on the aim of the 
interviews targeting certain aspects to be revealed by interviews. The prepared 
questions and the ad hoc extra questions raised during the interviews follow Cross’ 
(2011) statement on the virtue of directly asking designers about what they do. 
4.4.3.2 Summary information about the interviews 
7 workshops were carried out for this thesis study. As stated previously, 2 of the 7 
workshops are pilot workshops organised at the beginning of the workshops phase. 
No interviews were held as a part of these workshops. For the following workshops, 
4 interview sessions were held after the workshops. The semi-structured interviews 
were carried out after the workshop is finished. The participants were allowed to 
finish their concept design processes and later the interviews were planned to take 
place. By this way it is planned to let the participants to evaluate the workshop based 
on their whole experiences of the overall design process. The only exception to this 
approach was the 6th workshop held at Aalto University in Helsinki, Finland, where 
the interviews took place before the concept design process is finished.  
For each workshop it was aimed to interview all the participants. However 
limitations of time and also the voluntary nature of interviews did not allow 
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interviewing all the participants. In 3rd, 4th and 7th workshops, all the designers who 
have used user-generated photos in their ideation processes were interviewed. 
However in 5th and 6th workshops only selected participants were interviewed. In the 
5th and 6th workshop only limited number of participant designers also participated in 
the interviews. Although not all participants in these two workshops were 
interviewed, the interviews provided valuable insights in evaluating the workshops in 
general and individual workshops in particular.     
3rd and 4th workshops were carried out at Middle East Technical University as a part 
of The International Joint MS Programme of Design Research for Interaction by 
Middle East Technical University and Technical University, Delft. All 5 participants 
of the 3rd workshop also participated in the 4th workshop. Therefore the interviews 
were held after the 4th workshop. All 5 common participants of the 3rd and 4th 
workshop were interviewed. The joint interviews allowed the author to ask questions 
concerning both of the workshop processes. Two different workshops were held for 
two different design briefs, so the interviews have contributed to both the evaluation 
of individual design ideation processes and also the evaluation of a comparison of 
two workshops by the same participating designers.  
The 5th workshop was held at Middle East Technical University Department of 
Industrial Design as a part of the graduation project undergraduate course. 8 
participant designers were interviewed after the graduation project submissions. The 
participant’s workshop outcomes and their final work were also brought to the 
interview to allow them elaborate on their processes with respect to the design 
decisions they have given.  
After the 6th workshop (The Aalto University workshop) 2 participants were 
interviewed due to the limitations and time constraints. The interviews were held 
after the workshop but before the design process is over due to the technical 
limitations. As the author was a visiting researcher at Aalto University during the 
time of the workshop, he carried out the workshop while he is still there. However as 
he had to return from Helsinki before the semester is finished, he could not have the 
chance to wait for the design project to finish and to make interview afterwards with 
all participants.   
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Table 4.1 : Workshop Interviews. 
In the 7th workshop 4 novice designers participated in the workshop session but one 
of them did not conclude his ideation session, thus did not participate in the interview 
session. The interviews were carried out with all 3 of the participant designers.  
4.5 Conclusion 
The point of departure for this thesis is based on two suppositions. First, user-
generated photos, the photos taken, selected, annotated and uploaded by ordinary 
 
Number of 
Workshop 
 
Location of Workshop 
 
Selection of 
Participants 
 
Number of Interviewed 
Participants 
  
1st Workshop 
(Pilot) 
 
Middle East Technical 
University 
 
No Interviews were carried out 
 
2nd workshop 
(Pilot) 
 
Istanbul Technical 
University 
 
No Interviews were carried out 
 
3rd Workshop 
 
Middle East Technical 
University 
 
All 
 
5 
 
4th Workshop 
 
Middle East Technical 
University 
 
All 
 
11 
 
5th Workshop 
 
Middle East Technical 
University 
 
Selected 
 
8 
 
6th Workshop 
 
Aalto University 
 
Selected 
 
2 
 
7th Workshop 
 
Izmir University of 
Economics 
 
All 
 
 
3 
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people available at photo sharing websites can provide an alternative source of visual 
inspiration for design ideation at the very early stages of product design process. 
Second, a tool can be developed to explore how designers can utilize user-generated 
photos in various design ideation practices. The thesis aims to develop an inquiry 
exploring these two suppositions in order to assess the potential of user-generated 
photos and prepare a design ideation tool prototype as a workshop framework as a 
background for further studies for developing methods to utilize user-generated 
photos and other media.  
The literature review for this thesis approaches the thesis arguments from three 
different perspectives: the transformation of user-centred design and research 
practices towards the prioritization of experience based practices and visual methods, 
the utilization of visual methods for design ideation and the character of user-
generated photos. The literature review suggests that the source and characteristics of 
user-generated photos make them a potential alternative visual source for inspiration 
in design ideation. However, exploring relevant literature continued throughout the 
thesis process to rationalize a query employing designers using user-generated 
photos for inspiration. A prototype design ideation tool in the format of a workshop 
was developed.  The literature and the limitations of the study supported the decision 
of employing novice designers, graduate and final year undergraduate industrial 
design students, as workshop participants.  
 The thesis is not searching for a causal relationship between an image and its 
measureable effect on a designer’s ideation process. The thesis also does not aim to 
arrive at a single, general explanation valid and operative in every design ideation 
process. Rather differently, the thesis aims to understand designers’ individual idea 
generation processes when they utilize user-generated photos as a source of 
inspiration. That is why the workshop as the central query are considered as a 
continuously evolving framework, aimed to be tuned in after each workshop based 
on the workshop outcomes. As the workshop prioritizes a qualitative approach and 
aims to gather and present visual information for the interpretation of the designer, 
the evaluation of the workshops are also aimed to be carried out with a qualitative 
strategy. The workshops were observed and interpreted by the author with the help of 
the reflexive material provided by the participant designers and also with the 
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assessment of the semi-structured interviews conducted with the participation of the 
designers.  
The methodological approach of this thesis did not aim to collect and evaluate 
information to develop a technical tool to enhance image search by developing the 
search algorithms, nor a method to measure how the designers evaluate the images. 
This methodological approach was adopted to develop a prototype suggesting a way 
to browse and interpret user-generated photos for demystifying the user’s 
motivations manifested in visual forms provided by people.  
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5. WORKSHOPS 
Seven workshops were conducted for this thesis study between December 2009 and 
March 2013. The workshop structure was developed as a framework to utilize user-
generated photos for a design ideation task. Novice designers enrolled in graduate 
and undergraduate industrial design programmes from four different universities, 
Istanbul Technical University, Middle East Technical University, Izmir University of 
Economics and Aalto University, participated in the workshops. The first two 
workshops were conducted as pilot workshops where the implications of the 
workshop structure were observed. These observations helped the development of 
the workshop structure. The workshop structure was applied to different design 
projects with different design briefs with these seven workshops. Designers with 
different educational backgrounds participated in the workshops and contributed to 
its development with their reflexive evaluations and comments.   
5.1 Workshop 1: Pilot Workshop, Tangible Interfaces For Elderly Users 
The workshop was held at the Department of Industrial Design at Middle East 
Technical University as a part of the graduate course Designing Interactions, as the 
author was teaching the course with two peers, Asst. Prof. Bahar Şener-Pedgley and 
Owain Pedgley at that time. Designing Interactions course is one of the must courses 
in the ‘The International Joint MS Programme of Design Research for Interaction’ 
held by Middle East Technical University and Technical University, Delft. The 
students profile consists of the students of the graduate programmes of the Industrial 
Design Department of Middle East Technical University (MSc., PhD and joint 
Master’s Programme students). The workshop duration was three and a half hours. 
There were 12 participants.  The participants brought their own lap top computers for 
Internet access and presentation.  
The workshop was held as a first step of a 4 weeks concept design project. The 
workshop was held right after the introduction of the design brief so that the 
proposed tool’s impact to generate ideas for further steps of the design process can 
  
102 
be observed. In the half a day workshop it was intended to observe how researching 
user-generated visual materials helped the participants to understand the brief and the 
user groups, how user generated media helped the participants to develop initial ideas 
based on the visual content they have collected, how user generated visual materials 
can be used for inspiration for design concepts and further research, and finally how 
user generated media can be used to understand and refine the design problem 
concerning a specific group of people.   
5.1.1 Pre Workshop task  
The participants were given the task to come with a preliminary preparation for the 
workshop that includes getting informed on the basic terms of user-generated media.  
The task was given with “The pre-workshop task sheet (App. 1). In order to make the 
workshop more efficient, the participants were asked to complete a series of tasks: 
1. Make a brief research on the meaning of the Internet terms below:  
 user generated content 
 user generated media 
 metadata 
 tag, tagging, tag cloud 
2. Make a brief research on photo and video sharing websites 
3. Prepare a list of your favourite Photo Sharing Websites (at least 3 websites) and a 
list of your favourite Video Sharing Websites (at least 3 websites). For each website, 
analyse: 
 How to upload content 
 How to view and save the content  
 How the content is classified 
 How to search the content (what are the search options, i.e. full text or tags 
only, etc.)   
 How to search user information 
 What are the special features of the website (i.e. photo streams or group pages 
in Flickr) 
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The pre workshop task aims to familiarize the workshop attendants with user 
generated media and how popular photo and video sharing websites work. It is 
important that the workshop attendants are familiar with how the photo and video 
sharing websites work as they are requested to use image and video search during the 
workshop that has a limited duration due to workshop being a part of an academic 
course.  
5.1.2 The design brief 
The design brief for the Designing Interactions course was given at the beginning of 
the workshop. The concept project titled “Products with Tangible Interfaces to Give 
Older People Access to Digital Media” aimed at exploring the needs of the elderly 
and developing tangible user interface concepts for the elderly to enhance their 
interaction with the digital media. The project duration was set as 4 weeks and the 
students were expected to deliver a concept project alongside a project report.  
5.1.3 The workshop process 
The workshop process started with the introduction of the project brief. The 
workshop process consisted of the workshop presentation, keyword generation and 
visual content retrieval, interpretation of visuals and the presentation of the workshop 
outcomes in groups.  
5.1.3.1 Presentation 
Following the introduction of the brief, the structure and the rationale of the 
workshop was presented. The structure of the workshop was as follows: 
1. Introduction of the Method 
2. Making the Groups 
3. Discussion on the Problem 
4. Group Discussion - Concept and Keywords 
5. Image Retrieval 
6. Brainstorming and Discussion 
7. Refining the Design Problem and Developing the Concept 
8. Inspired Concepts Presentation 
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9. Colloquium/ Comparing Paths and Results 
10. Workshop Evaluation 
The introduction of the method presentation consists of three main parts: 
1. The importance of photos in detecting behaviours, patterns and triggering 
inspiration: The participants were presented examples from Fulton Suri’s book 
Thoughtless Acts. In the book a selection of the common thoughtless acts we do is 
exemplified with photos. Those photos however used just in the reverse logic. Rather 
than documenting intuitive behaviours, the photos were shown to exemplify how 
images can trigger thoughts about the common and intuitive user behaviours. 
2. The use of user-generated photo databases for detecting cultural differences: The 
use of photo sharing websites and user generated image retrieval were presented to 
workshop participants via author’s previous visual research findings on toilets in 
Turkey and China.  
3. The presentation of selected photo sharing and video sharing websites: The most 
common photo and video sharing websites such as Flickr, Picasa, YouTube, Vimeo, 
etc. were presented and their working principles briefly discussed.  
5.1.3.2 Discussions, image retrieval and concept generation 
After the brief introduction, the participants were asked to form groups of two. 
Before starting group work a brief discussion session was held to discuss previous 
observations on the relationship of elderly with technology and especially digital 
technology. Terms and keywords were discussed and several examples were shared 
about how old people interact with digital devices and access digital media products.    
The participants were then informed about the expectations: Groups were supposed 
to go through the brief, think about the elderly, digital technology and the relation 
between the two domains. The participants were asked to collect user-generated 
visual materials. The participants were specially asked to keep their searches not 
limited to the keywords in the design brief but generate their own keywords in the 
process. The groups were asked to present their results that consist of the visuals they 
have accessed and what those visuals triggered them to think.  
After the general discussions, the groups worked separately (Figure 5.1) Each group 
determined their approach and keywords for search (Figure 5.2). The groups made 
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their web searches from different sources of visual materials. In the last stage the 
groups prepared presentations based on their findings (Figure 5.3). 
 
Figure 5.1 : The Workshop Room and group study in progress. 
 
Figure 5.2 : Designers working on images. 
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Figure 5.3 : Participants working on images. 
5.1.3.3 Group presentations  
The groups have presented their results one by one by alongside charts that exhibit 
their approach to the problem in the brief. During the presentations, a discussion also 
continued to make the participants share their thoughts on each other’s images. The 
intention for the group discussion was to make use of more visuals in a given time. 
Various ideas were presented and it was observed different groups approached the 
concept development process different than others.  
5.1.3.4 Concept project presentations 
The Concept Projects were presented on January 7, 2010. The workshop participants 
started their project processes after the workshop and developed their individual 
concept projects. As a requirement for the course, the students were asked to write a 
report which should include a written evaluation of the workshop process. The 
students presented their tangible interface projects alongside with their reports. The 
reports summarize the students’ design processes and exhibit the results. Each report 
starts with interpretation of the project brief and workshop results.  
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5.1.3.5 An example of a novice designer’s process  
In this thesis study in general and in this pilot workshop in particular, it is not aimed 
to control the effect of the outcome of the workshop (the ideas generated and 
discussed) on the final product.  The intention in this study is to understand the ways 
workshop outcomes affect the next step in the participants’ design processes. It is 
important for the author to observe and document whether the participants extracted 
useful information for their idea generation processes.  For this pilot workshop, this 
observation is based on the workshop presentations, participant questionnaires and 
the participant presentations at the end of the four weeks concept design project.  
Below one example will be given from the presentations. 
Burcu Özkaya, who developed a handheld device to order items from supermarket by 
scanning the images or barcodes of similar items from printed materials like 
brochures, magazines or newspapers.  The device is designed to help the user to 
make online shopping with a tangible control.  She summarizes how the workshop 
helped her as follows: 
“In the workshop, my group friend and I searched through the web –especially user 
generated media- in order to have extended information about elderly people and the 
difficulty they are faced during their interaction with technology.  
The first think we have noticed, they seem to be comfortable while a young person 
helps them with their interaction with technological tools. One of the photographs 
can be seen at the left hand side; a young family member shows something with 
digital camera.” 
She and her fellow participant from her group have presented the image below 
(Figure 5.4) during the workshop results presentation. They have come up with the 
idea that the elderly usually need assistance when in contact with digital devices. 
Based on this initial extraction and a four weeks design process she has developed a 
conceptual project which she called “e-wallet” (Figure 5.5).  
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Figure 5.4 : Flickr image used by Burcu Özkaya. 
 
Figure 5.5 : E-wallet by Burcu Özkaya. 
5.1.4 The workshop results and evaluation  
It was observed that using user generated photos and videos at the beginning of the 
design process helped the participants to get into the design process immediately. 
The search for the right keywords to find inspiring images and videos and the images 
and videos themselves provided a quick concentration of the participants on the 
design process (both for the beginning phase and for planning the further steps). The 
collective discussion of the brief and basic observations on elderly helped the 
participants to think broader on the keywords to search. The keyword search 
discussions, the image and video retrieval processes, which required redefinition of 
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the search terms and thus the search outcomes, helped the participants to form an 
initial idea about the possible problems that the user group, elderly, is facing during 
their interactions with digital products. Due to the time constraints of the pilot 
workshop, the participants could only collect information for shorter than an hour 
and only discussed the outcomes very briefly. Although the need for a longer 
workshop was rendered clear both by observation and by participants’ comments, the 
workshop was still successful in the following ways:  
• The workshop helped the participants to refine the problem definition.  
• The workshop helped the participants to develop a better understanding of the 
user group. 
• The workshop helped the participants to make some connections between the 
user group and the desired tasks of the design brief.  
• The workshop helped to direct the participants towards a better defined and 
narrowed down research questions which will lead them to better defined project 
proposals.   
Some of the groups have accessed exactly the same images from the same sources. 
However, they have used these images sometimes in different contexts to develop 
and present their ideas.  
The designers’ evaluations showed that they have interpreted the found images for 
several purposes. One of the designers stated that the images ‘triggered his 
background experiences’ about a particular way in which his grandparents behave. 
The found image helped him to revisit his personal experiences in order to consider 
further behaviours of similar users. Another designer stated that she made a list of 
critical points to be taken into consideration for her design proposal. More than one 
designer implied that they have interpreted the images as observations to generate 
ideas about the elderly and their relation with technology.   
It was observed that designers utilized user-generated photos to generate ideas and to 
proceed to further research and ideation. The photos, as designers reported, provided 
them the insight to conclude some certain behaviours elderly show when they face 
technological products. The designers’ reports show that the found photos 
 triggered designer’s past experiences and evoke ideas 
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 presented them some situations and helped them to hatch out ideas 
 provided them visual support in confirming their ideas 
The participants did not properly complete the pre-workshop task. Ideally the pre-
workshop task was given to make designers get familiar with the terms and basics of 
user-generated content. Failing to complete the task required the moderator to remind 
and exemplify how they can use user-generated media platforms and tools to access 
user-generated images. The first workshop made it clear that time should be planned 
better for further workshops.  
The workshop was reported to provide insight to its participants but there were also 
problems emerging. It was observed that the novice designers could not effectively 
use user-generated media platforms to access photos and then refine their search and 
interpret the photos productively. The flow of the workshop helped the participants 
to carry out the tasks in order but the lack of a structure for generating keywords and 
interpreting found photos presented a problem. For this reason it was decided to 
structure the keyword generation and interpretation in the following workshops. 
5.2 Workshop 2: ITU Workshop  
The second workshop was held on February 26, 2010 at Istanbul Technical 
University, Department of Industrial Product Design. The workshop was held at the 
joint studio course for second year undergraduate students and first year Industrial 
Product Design Masters of Science students. In order for the workshop to be 
beneficial for the students and in order to observe how the workshop affects the 
participants in idea generation at the beginning of their design process, the workshop 
was held at the beginning of the design project process. The studio course was 
planned to run with a commercial partner, Hayat Kimya. The firm collaborated with 
the Department of Industrial Product Design with the aim to develop new plastic 
containers for domestic cleaning products they produce under the brand name Bingo.  
5.2.1 The design brief 
The participants received the design brief from the firm before the workshop. The 
participants were also briefed by the firm representatives about the firm structure, the 
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values of the firm, the firm’s competitive policy, and their target market and about 
the various products and their packages. In their briefing the firm stated their aim as: 
 To increase their competitiveness with the international producers such as 
Proctor and Gamble, Unilever, Henkel 
 To support their products’ image on the shelf  
Presenting a more modern, more ergonomic and a more useful package based on the 
needs of their customers. 
The firm representatives presented information about their two cleaning products, the 
cream cleaning product and the liquid surface cleaner. In their presentation the firm 
summarized their expectations as below: 
 The container design should be distinguishable on the shelf  
 The container should have a large area to allow a large label to be placed 
 The design should be a modern, ergonomic design that should be perceived as 
a high quality product. 
 The designed container should be available to transport with Europalet and it 
should let the pallet to be used with highest efficiency 
 The package design should add value to the firm 
The firm also stated the details of the expected package design. The firm asked that 
the bottle should have an easy to grasp handle. The cap, suitable to be used for 
1000ml and 3000ml containers should be available to be used as a scoop.  
The firm representatives also gave a detailed definition of their target consumer. 
They aim to market their products to women between the ages of 25 and 50. Hayat 
Kimya regularly organizes house visits to selected consumers’ houses to interview 
with the consumers and to make observations. The students were also invited to one 
of the house visit sessions before the workshop took place. The participants thus 
gained direct access to a sample group of their target users before the idea generation 
for the liquid container design.  
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5.2.2 Pre-workshop task 
In the first workshop the pre workshop task demanded from the participants included 
a brief research on user-generated media and related terms and a brief research about 
the video and photo sharing websites and their functionalities. The pre workshop task 
for the second workshop however was different. It was decided to not to send the 
previous pre workshop task to second workshop participants due to two reasons: 
1. Due to the voluntary nature of the university workshops, a task, which is not 
included in the course programmes, is likely fail to be met. In the first workshop, the 
novice designers participated in the workshop did not complete the pre-workshop 
task.  It was not clear if the pre-workshop task helped the first workshop participants 
to get prepared. 
2. Time constraints made it clear that a preparation should include steps that will help 
the time management of the workshop. It was observed in the first workshop the 
designers needed time to adapt to the task of browsing using-generated visuals due to 
their unfamiliarity with the functionalities of the user-generated media.  
Based on these reasons it was decided to alter the workshop structure. Although the 
duration of the workshop was fixed according to the length of the course hours, it 
was decided to extend the duration for informing the designers about the 
functionality of user-generated media. It was also decided to designate pre-defined 
working areas and provide pre-decided keywords in order to demonstrate directions 
for keyword generation and visual content retrieval. 
Before the workshop day, the participants were emailed that they are required to 
come half an hour early as the workshop will start early to earn more time for the 
exercise. It was also announced that they should bring their laptops and be prepared 
for the Internet access as it was required for the workshop. The participants were also 
informed that they are going to make a query in the following three areas and they 
were asked to make list of keywords in those areas to gain more time for generating 
ideas based on the visual content they will find during the workshop. The pre-
determined three areas were: 
1. Cleaning Product / Packaging 
2. Cleaning / Concepts of hygiene 
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3. Target audience  
5.2.3 The workshop process 
ITU Workshop took place in one of the design studios of the Department of 
Industrial Product Design. The workshop took half a day starting in the afternoon as 
a part of the studio course. Although the number of the students taking the course 
was higher, as it was not kept mandatory for the students to participate in the 
workshop, only 8 students participated in the workshop.  
 At the beginning of the workshop session the workshop plan was presented to the 
participants. The plan consists of 10 steps with approximate time planned for each 
step to be completed. The workshop plan was as follows: 
1. Introduction of the Method – 20 minutes 
2. Making the Groups: Make groups of two to discuss the design problem – 5 
minutes 
3. Discussion on the Problem: Discuss the problem with your peers and teammate – 
10 minutes 
4. Group Discussion - Concept and Keywords: Further discuss the design problem 
and your possible approach with your teammate. Determine which websites and tags 
you are going to use for image and video retrieval – 10 minutes 
5. Image Retrieval: Use your keywords to access relevant and inspiring images and 
videos, add more keywords to your search depending on your initial findings – 30 
minutes 
6. Brainstorming and Discussion: Develop ideas based on your user generated media 
search, discuss possibilities and select your best idea to refine - 15 minutes 
7. Refining the Design Problem and Developing the Concept – 15 minutes 
8. Inspired Concepts Presentation: Present your approach and concept alongside with 
the ‘user generated visual content’ you have used to develop your concept – 20 
minutes 
9. Colloquium/ Comparing Paths and Results – 20 minutes 
10. Workshop Evaluation – 10 minutes 
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5.2.4 Additions to the ITU workshop   
The participants were first presented with the rationale of the workshop and how 
visuals can be used as sources of inspiration in the design ideation processes. The 
same slides as in the pilot workshop were used for this part of the workshop. 
However ITU workshop presentation had two more sections that were developed 
based on the observations on the first workshop process.   
The first section added was the first exercise of the workshop, which was 
determining the keywords, along with the participants according to a previously 
determined scheme and structure. The first rationale behind the presenting presenters 
a previously determined search structure was to gain extra time for the visual search 
for visual content online.  
The participants were presented with three paths for quick research. The presented 
titles below were previously presented to the participants as the part of the pre 
workshop task.  The three paths titled “Paths for Quick Research for Bingo” were as 
follows: 
Product related Keyword Search 
 bottle,  liquid+contaier,  
Concept related Keyword Search   
 cleaning, hygiene, temiz, fresh…etc  
 Any associations with the desired effect of the product, or with the brand 
Target Audience related Keyword Search 
 housewife, working women, women 20 -50, independent women…etc 
 Any association with the desired profile of the target audience 
The second section added to this workshop was the presentation of the results of 
quick image search carried out by the author just before the workshop. The results of 
this quick search were presented both to introduce the participants how image search 
can work for their project and also to introduce how functionalities of a certain image 
retrieving web site i.e. Flickr can be used for the workshop exercise.  In this section 
firstly the visuals accessed by the author as a result of a keyword search was 
presented. The author presented his point of view about the relevancy of the found 
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image with the activity of design ideation for this design task. The presented slide 
included a Flickr search page where the image was retrieved as a result of search 
with two keywords. The possibility of multi keyword search such as searching with 
keyword pairs was thus introduced to participants. 
Flickr allows its users to set groups to collect photos that are thought to be relevant 
and fit under the group title which is decided by the administrator of the group.  The 
groups have pages with the collection of photos called the pool. The groups also have 
their individual tag cloud. These functionalities of Flickr were presented to 
participants with examples from “Stuff on shelves I shop” and “Supermarkets around 
the world” group pools (Figure 5.6).  
 
Figure 5.6 : Screenshot from Flickr’s supermarkets around the world group pool. 
One of the arguments of this thesis is that user-generated photos can help designers 
to understand the users’ associations. It is arguable that analysing use- generated 
photos enables designers to have an alternative point of view on how users 
subjectively associate concepts with more comprehensible forms of visuals. In other 
words content-generating users tag the visual content they add with definitive 
keywords, which let them to visually manifest their point of view about the subject 
matter. By browsing through different users’ visuals, designers can have an access to 
a wide variety of different and real people’s perspectives. This point of view was also 
presented to the users as a new addition to the ITU workshop. A concept keyword, 
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“fresh” was selected by the author to exhibit the potential of the user-generated 
photos. A Flickr image search was carried out before and the result page was 
presented in the workshop. The results give ideas about how users associate the 
concept of freshness with materials. The photos include a photo of a red pepper, a 
photo of green and yellow fruits, photo of a yellow rose and a photo of an apple 
under a running faucet. All these photos exemplify how content providing users 
express their ideas of the concept visually (Figure 5.7). 
 
Figure 5.7 : Screenshot from Flickr’s search page for “fresh”. 
5.2.5 Keyword generation and image retrieval   
ITU workshop was the most detailed in sense of presentation. Many 
propositions/assumptions were presented with visual examples.  
After the presentation and making of the groups, the workshop exercise started with 
brainstorming session for keyword generation. The author as the moderator of the 
workshop joined the discussion.  Based on the pre-determined paths participants 
discussed and generated keywords. The keywords generated by the individual 
participants were added to the predetermined list. The list of the generated keywords 
was kept projected onto the board till the end of the workshop (Figure 5.8).  
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Figure 5.8 : Keywords added to the pre-determined keywords. 
The idea behind sharing keywords after discussion is to generate as many keywords, 
keyword pairs and research paths as possible in a given time and later carrying out 
individual searches based on those keywords. Sharing keywords provide two 
invaluable observational values, also. First, sharing keywords help participants use 
their fellow participants’ input and provide as many possibilities for selecting 
keywords and doing the further visual content search. The second value of sharing 
the initial keywords is that it provides each participant came up with is the 
probability of finding the same visuals. Some participants in different workshops 
were observed to use the same keywords to who sometimes end up finding exactly 
the same visual. It is important to see if different participants come up with similar 
ideas with the same keywords and same visual content, or if the visual content they 
find is similar to the others’. 
After keyword generation the workshop was run according to the plan presented 
before. The participants worked on retrieving images, discussed on them in groups 
and prepared their presentations based on the brief given before (Figure 5.9). 
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Figure 5.9 : ITU workshop participants working. 
5.2.6 Workshop results and evaluation 
The second workshop is the second pilot workshop where an interview was not 
conducted. The participant designers were given a pre-workshop task and were asked 
to present their workshop results as mentioned above. Unlike the first pilot workshop 
it was not possible to track the project process, so no written outcome was asked 
from the participant designers.  
Due to time considerations, to sensitize all the participants together, the topic 
previously covered by the pre-workshop task was included in the workshop. The 
designers were briefed on the functionality of user-generated photo websites with 
examples from Flickr. The designers were introduced how they can utilize different 
functions in Flickr to access different photo searches. Photo pools, group pages and 
keyword pairs were introduced to the designers to get richer search results.  
Pre-workshop task was developed into a more active sensitizing process in the 
second workshop. Also, pre-determined areas were given as it was understood that 
moderation is required for a more efficient workshop process with the novice 
designers due to lack of experience in utilizing visual sources for ideation.  
The participants presented their workshop results after the workshop session. The 
participants were not presented any particular framework and outline for their 
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evaluation and presentation. The participants were asked to prepare their presentation 
in their own fashion. The presentations were expected to include how each 
participant processed the workshop exercise, which keywords they use, which 
visuals they have accessed with those keywords and what meaning they derive from 
those visuals.  
Participant presentations involved the visuals and the evaluation of those visuals by 
the presenting participant. It was observed the query and the discussion was not 
conceptual but much more restricted to the package type i.e. the specifications of 
different bottles and the label graphics on the bottle. The very definitive design brief 
is thought to be responsible for the limited variety of discussion at the end of the 
workshop session. However, it was observed that the visuals participants collected 
enabled a quick analysis of materials, colours and textures of various cleaning 
product bottles. Based on the presentation before the exercise, the participants also 
presented the images they have found to discuss user habits and associations.  
As the contribution of the evaluation of the first workshop, categories for keyword 
generation and classification of photos for interpretation were introduced in the 
second workshop. The categories and the moderated session to generate keywords 
provided a more definite structure for the novice designers in searching and utilizing 
user-generated photos. The pre-determined keywords and the more detailed structure 
of the second workshop provided a flowing exercise but it did not measurably affect 
the workshop results. Without a follow up exercise or interviews it was not possible 
to understand how the participants made a use of the user-generated content for their 
design ideation processes. A reflexive evaluation of the workshop for participant was 
also rendered necessary in order to get a written and verbal evaluation of the 
participants. 
5.3 Workshop 3: METU and TUDelft 
The third workshop was held at Middle East Technical University on September 24, 
2010. The workshop titled User Generated Content for Design Ideation was held as a 
part of ‘The International Joint MS Programme of Design Research for Interaction’ 
held by Middle East Technical University and Technical University Delft. 
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5 participants joined the workshop. The participants were recent graduates from 
industrial design departments in Turkey and the Netherlands and they were recently 
enrolled students of the joint MS program. The workshop duration was three and a 
half hours. An additional hour was spared for the workshop presentation and 
discussion.   
The aim of this workshop was to explore the use of user-generated photos for 
exploring design opportunities associated with a particular problem area. 
Oktoberfest, the annual traditional German festival takes place every October, was 
chosen as a case study. The participants were expected to explore the event and in 
several dimensions and were expected to determine visible problem areas which 
might lead them to presenting design solutions for these problems.  
This workshop was not planned as a part of a design project process as the previous 
two workshops. It was intended to present the workshop task at the beginning and get 
results after the workshop session finishes. For this reason in this workshop no pre-
workshop task is given. However, the designers were again informed about the 
functionality of user-generated media platforms and they were provided designated 
areas of concentration.  
5.3.1 Workshop process 
Similar to the first two workshops the third workshop also consisted of three main 
parts. First, the introduction of the rationale of the workshop and the presentation 
about images as sources of inspiration in design, second, the exercise where 
participants determine keywords and retrieve images and videos and third, the 
discussion of the workshop. 
The workshop started with the introduction of the aim of the workshop to the 
participants. The structure of the workshop was presented as below before the 
introduction of the method: 
1. Introduction of the Topic and the Method 
2. General Discussion of the Brief, Concepts and Keywords  
3. Making the Groups 
4. Group Discussion - Concept and Keywords 
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5. Image Retrieval 
6. Brainstorming and Discussion 
7. Refining the Design Brief and Developing Further Research Concept 
8. Inspired Concepts Presentation 
9. Colloquium/ Comparing Paths and Results 
10. Workshop Evaluation  
After presenting the structure, the rationale of the workshop was presented with the 
same slides as in the first and second workshops.  After the moderator presentation 
finished the participants were informed that they are expected to search user-
generated visual content for exploring design opportunities and they are expected to 
produce rough problem definitions, proposals for further research and possible paths 
to follow for further steps of their design processes.  
Once the participants were introduced to the rationale of the workshop their case 
study and their task was announced. The participants were informed that they are 
expected to work on defining problems about Oktoberfest and also defining design 
opportunities for overcoming these problems. Their task definition was also 
presented them with a detailed list with necessary recommendations for the 
workshop participants. The task definition both informed the user about the flow of 
the workshop and also what are expected from them as the workshop output. The 
participants were presented with the instructions below: 
1. Get familiar with Oktoberfest and observe what is going on at Oktoberfest 
Make keyword searches to expand the possibilities.  
Try keyword pairs (for example Oktoberfest and toilet) 
2. What can you derive from what you see? 
Define a problem area based on what you see 
 Eating and Drinking / Garbage / Toilet / Seating /Queuing …etc. 
Define the possible problems or potential path to go  
What can be done about the problem? 
Which further questions should be asked? 
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The designers were informed that their workshop presentation should consist of at 
least 2 problem areas/possible design solutions for Oktoberfest. In order to help to 
prepare the workshop presentation, the designers were asked to do and answer the 
following: 
Make a problem definition 
Where does the idea come from? 
On which visuals do you build your idea on? 
Where can the idea go towards? 
The participants started their workshop exercise after the presentation. As they have 
instructed before they have produced keywords, and later made searches with the 
keywords and based on the images and videos they have found they have developed 
design ideas to propose solutions for the problems they have determined during the 
workshop. The participants were not asked to present their workshop results in a 
fixed format but they were asked to present at least two problems they have selected 
and propose design solutions as design opportunities. 
5.3.2 Workshop presentations and results 
The workshop participants presented their finding shortly after the workshop 
exercise. The aim of the workshop was to explore the potential of user-generated 
photos in determining design opportunities. The designers came up with ideas for 
design opportunities. They have presented initial design ideas for the opportunities 
inspired by the visuals they have browsed.   
One participant presented her workshop results with images and texts. The images 
were the ones she retrieved for the workshop and the text was the verbal definition of 
the basic product functionalities and specifications. This definition can lead further 
analysis of the affordances and functionality of the product or service to be designed. 
On the other hand two participants who decided to present together preferred making 
quick sketches to develop their initial ideas. They have stated the problem with the 
photos they have retrieved and presented the design opportunity they have deducted 
by visualizing their instant solutions to this problem.  
During the presentation the author and three other design academics responsible from 
the joint MSc programme, Prof Dr. Paul Hekkert, Prof Dr. Gülay Hasdoğan (then 
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Assoc. Prof Dr), and Assoc. Prof Dr. Owain Pedgley, joined the session. The 
discussion on how designers can think on the images and can get inspired from the 
visuals in order to detect design opportunities to satisfy the needs arise from some of 
the problems led to a fruitful further step. The discussions provided an invaluable 
source for the participants and for the study as the same designers later were 
participated in another workshop study.  
After the first two workshops, it was decided not to give a pre-workshop task. The 
functionality of user-generated media and the ways it can be browsed was covered as 
a part of the workshop. The structure based on categories for keyword generation and 
interpreting the images was continued in the third workshop with pre-defined 
categories for idea generation.  
The workshop output was not demanded as a written output as the workshop was a 
one-day event. The obligation of carrying out the workshop in one session limited 
workshop outcomes to only workshop presentations. 5 participants presented their 
outcomes in 3 presentations. The third workshop was the transition from a semi-
structured workshop outcome presentation to a structured presentation implemented 
in the fourth workshop. As mentioned in the previous chapter in detail, the 
participant designers were asked to include “at least 2 problem areas/possible design 
solutions for Oktoberfest” to their workshop presentation. The demand for the 
inclusion of certain information is believed to help designers to focus on result-
oriented thinking hence supporting idea generation. Defining the expectations from 
the workshop outcome also helps to compare each workshop outcome. The pre-
defined workshop outcome became a part of the design ideation workshop after the 
third workshop. 
The designers who participated in the third workshop also participated in the fourth 
workshop as the experiment group. These designers were interviewed after the fourth 
workshops about their evaluation of the both workshops in retrospect. The interviews 
will be covered in the next section.  
This workshop did not aim to analyse the user-generated visual content for 
determining definitive features of users. The workshop was carried out to understand 
if remote observations of the environment, the random user profiles and reflected 
behaviours (such as posing to a camera with a certain posture or style or exhibiting 
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how that person is adapting to the physical environment including adapting the use of 
products) provide input in determining design opportunities and in inspiring design 
ideation process. The presentations supported the thesis’s assumptions. The novice 
designers, who were briefed just at the workshop presented design ideas about the 
design opportunities they have determined inspired by the images they have browsed 
(Figure 5.10, Figure 5.11, Figure 5.12). 
 
Figure 5.10 : Problem domains by two participants Tirza and Floris. 
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Figure 5.11 : Problem of rain and a quick solution for the detected problem by Tirza 
and Floris. 
 
Figure 5.12 : Problem of broken glass and how it can be tackled. 
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5.4 Workshop 4: TUI for Tiny  
The fourth workshop for the thesis study was held at the Department of Industrial 
Design in Middle East Technical University on December 9, 2010. Besides being a 
workshop to explore the utilization of user-generated photos in design ideation, the 
workshop was also planned as an experimental study to see if researching and using 
user-generated photos for design ideation has a quantifiable impact on idea 
generation process.  A quasi-experimental study was designed as a workshop to be 
held at the second course day of a 5-week concept design project. 11 designers 
participated in the workshop. 5 designers from the previous workshop participated in 
the workshop, and 6 new designers also took part in the workshop.  
The workshop was embedded in the programme of the graduate course “Designing 
for Interaction”. The workshop was organised as a part of the concept design project. 
By this way, the workshop was planned to help the designers in ideation process of a 
design project.  
5.4.1 The concept design project 
The Concept Design Project is the project phase of the graduate level course 
Designing Interactions taught at Middle East Technical University International Joint 
Master of Science Programme of Design Research for Interaction. In the first part of 
the course, there were weekly seminars about major topics in designing for 
interaction. The concept project part was designed to give students an opportunity to 
develop a conceptual design project to apply the knowledge they acquired during the 
first part of the course. For the concept design project, they were asked to design an 
audio player with tangible user interface (TUI) in 5 weeks’ time. The target user set 
for this project was “Tiny Users”, users between the ages of 5 to 8. The audio player 
was expected to address the needs, desires, demands and capabilities of children 
between the ages of 5 and 8 and the TUI are for the tiny user to operate. 
 The project was divided into 3 phases.  
1. Lecture on TUIs: In the first week students were given a short lecture about the 
basics of TUIs. The project briefing was given to students after the lecture. The 
students were given the design task but were not given information on the target user 
group for the audio player with a tangible user interface. After the project briefing, a 
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brainstorming session was held to determine basic keywords about the project. The 
keyword generation process was summarized on the board and the students were 
encouraged to think about music, and the controls of music players, and the product 
itself with the form and the feedback it affords (Figure 5.13). 
2. The Workshop: The second weeks’ session consist of the experimental workshop 
to trigger idea generation. Details of the workshop will be covered in the following 
sections. 
3. Project Development Phase: After the idea generation workshop, students were 
given various assignments and in class exercises for reviewing their project ideas and 
developing them further.  The results were presented on January 6, 2011.  
 
Figure 5.13 : Starting keyword generation after the lecture on TUI’s. 
5.4.2 The experiment 
The aim of the experiment was to understand whether using user-generated photos 
have a measurable impact on the idea generation process. To be able to understand if 
there is an impact as a result of using a single idea generation method, the 
experiment is set to have countable results of the idea generation process. Thus, it is 
decided to run the workshop in two groups where one group uses the user-generated 
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photos for idea generation and the other will be let to use whatever method they 
prefer. In other words, the independent variable or the intervention in this experiment 
was the use of user-generated photos. The experiment group was asked to use user-
generated photos for initial idea generation where the control group was not 
introduced with user-generated photos and they are let to use any tool or method they 
like for design ideation.  
5.4.2.1 Quasi experiment 
Randomized experiments are the gold standard for estimating the effects of a given 
intervention on specified outcome variables. (Mark 2008: 88) However this 
experiment was not carried out as a random selection based true experiment. The 
previous workshops were carried out with novice designers, industrial design 
graduate students. To keep the consistency of the study the experiment was also 
carried out with industrial design graduate students. Given the number of industrial 
design graduate students in Turkey, practical reasons make it impossible to have 
large sample for random selection for an experimental workshop to test to proposed 
research. If there is a limited possibility for random selection to carry out a true 
experiment, then a quasi experiment can be employed to test the research question 
(Mark, 2008) 
Quasi experiments are ideal if there is no need to repeat the study or if there is no 
possibility to repeat the experiment for various reasons. Quasi experiment is also an 
effective method especially only to measure the absence of the independent variable. 
For all the given reasons Posttest Only Nonequivalent-Groups Design was employed 
as a model of the quasi experiment. This model is used more to be able to measure 
the effect of one intervention. It is designed to work by treating the experiment group 
with the intervention and not treating the control group. In Posttest Only 
Nonequivalent-Groups Design, there is no need to measure one group’s state or 
behaviour before intervention and after intervention. In this design it is important to 
be able observe the effect of the absence of the intervention only after the test. This 
design is suitable for the thesis study’s objectives hence employed for the experiment 
workshop (Mark, 2008). 
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5.4.2.2 Selection of the participants 
The participants were not randomly selected from a larger set of graduate industrial 
design students but they were also not selected according to any other concern than 
being enrolled in the graduate level Designing for Interaction course. Although 
random selection is the one of the core characteristics of true experiments, as quasi 
experiment was selected as an emergent method for this study, the selection of 
participants from a more limited set is not being controversial. 
The workshop participants were all graduate level industrial design students.  They 
were selected for the study as they all have their undergraduate degrees from various 
industrial design departments in Turkey and in the Netherlands. There were 11 
participants, 4 female, 7 male between the ages of 21 and 34.  
Besides the selection of the participants, the distribution of the participants into 
groups was not random. The 5 members of the whole group are students enrolled at 
the International Joint Master of Science Programme of Design Research for 
Interaction. These 5 students previously joined the user-generated content workshop. 
To be able to measure the impact of the method, it is crucial that the participants in 
the control group are not familiar with the method. As the participants from the joint 
master programme cannot go back to the stage where they were not exposed to the 
test, they are not suitable to be in the control group so they were selected as the 
experiment group.  
Although the ideal experiment requires a random selection of the participants and 
random distribution of these participants into experiment and control groups, random 
assignment may not be feasible for practical or ethical reasons (Mark, 2008: 90). In 
this case, the participants were not randomly selected. The participants are all 
graduate design and research students who were enrolled in the graduate programs of 
Middle East Technical University and Technical University Delft. The participants 
were divided into two groups. The experiment group had 5 participants, 3 female, 2 
male students between the ages of 21 and 27. The control group had 6 participants 1 
female, 4 male between the ages of 22 and 34. All participants are industrial 
designers with bachelor’s degree, pursuing a graduate study on an industrial design 
related field.  
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5.4.3 The workshop process 
The workshop duration was 4 hours in total. The workshop was run in three steps. 
The first step was the workshop introduction where the aim and the objectives of the 
workshop were introduced top articipants. The second step was the photo retrieval 
and idea generation, which took place in two different venues for the two different 
participant groups. The final step was the presentation of the workshop outcomes that 
took place at the initial studio where the two groups were joined again. Later, groups 
work separately in different rooms only to come together again for individual 
presentations and colloquium at the last hour of the workshop. The plan of the 
workshop after introduction was introduced to the participants as follows: 
1. Discussion on the Problem 
2. Making the Groups – Two groups working on the same design brief 
3. Group Discussion - Concept and Keywords Separately in two groups 
4. Individual Idea Generation 
5. Developing the Concept 
6. Concepts Presentation 
7. Colloquium/ Comparing Paths and Results 
8. Workshop Evaluation 
5.4.3.1 Introduction of the workshop 
The workshop started with a briefing to both control and experiment groups. The aim 
and the objectives of the workshop were introduced to participant designers. After 
the introduction, the project brief introduced a week before the workshop was 
reminded to the participants. The participants were previously presented with the 
brief for designing a home audio player with tangible user interfaces. It was 
reminded to the participants that the task they were asked to complete was to 
conceive and develop a new product proposal for a home audio player under the 
VESTEL brand.  The player may be a tabletop or portable device, but must be built 
around a TUI.  The priority was to design the interactions for the product (both 
perceived and performed) using knowledge gained through the ID535 lecture series. 
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5.4.3.2 Target user brief 
The project brief was given to the participants in the previous lecture to prepare them 
for the workshop. The previous workshops had the pre workshop tasks, but in this 
workshop time constraints were not as restricted so it was possible to do an initial 
brain storming exercise in the studio as the pre-workshop task. Although brief was 
presented before the target user group was not announced. After the project brief was 
reminded the target user brief below was introduced: 
“The target user group for this project is ‘Tiny Users’. This implies that the target 
group for the audio player is children between the ages of 5 to 8. The new product 
and the tangible user interface you are asked to develop, therefore, should address the 
physical and cognitive capabilities of children between ages 5 to 8. The audio player 
is also expected to address the needs, desires, tastes and demands of ‘Tiny Users’. 
The audio player is for the ‘Tiny Users’ to operate, as a domestic device for personal 
use.” 
5.4.3.3 Workshop presentation template 
In the first two workshops there was not a certain format expected or a template for 
the participant presentations. The participants prepared their presentations with their 
own format. In the third workshop the participants were not asked to use a restricting 
template but they were asked to present at least two problem areas and possible 
design solutions for Oktoberfest. In this workshop the participants were presented 
with a presentation template and asked to use this template for their presentation at 
the end of the workshop (Appendix D).  
The aim to develop a format for the participant presentation is twofold. The first 
purpose is to give a structure to the participant presentations. The structure is 
expected to help the workshop participant to focus on the subject matter and to 
trigger creative thinking. The structure of the presentation template was also offered 
to be able to use the limited time reserved for the workshop more efficiently. The 
second purpose is to be able to have a uniform structure for the presentation so that 
the participants can present their findings under same titles and so the initial 
workshop results can be compared to evaluate the quasi experiment. The presentation 
template was prepared at PowerPoint and delivered to the participants.  
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5.4.3.4 Separating the groups 
After the introduction of the presentation template, the details of the structure of the 
workshop were announced. The participants were informed that they are going to 
work in two separate groups in two different rooms only to be joined at the end of the 
workshop for their presentations. The lectures and the entire course related activities 
took place in one of the design studios of the Department of Industrial Design, 
throughout the semester. The studio can accommodate approximately 20 people and 
equipped with a video projector. After separating the participants into two groups, 
the experiment group was taken into another room, the graduate students’ room, 
where the previous workshop also took place. That room is also equipped with a 
video projector. The two rooms are in two different but adjacent buildings. The 
workshop participants were also reminded not to contact each other during the 
exercise.   
5.4.3.5 Second step: Keyword generation and image retrieval 
The second step of the experiment workshop was run in two parallel sessions. Both 
the experiment group and the control group were moderated simultaneously with the 
help of a research assistant from the Department of Industrial Design of Middle East 
Technical University. She assisted the author as the co-moderator of the workshop. 
The research assistant was briefed about the structure of the experiment so that she 
can assist both of the groups when needed.   
5.4.3.6 The experiment group 
Both the experiment group and the control group were briefed separately again at the 
beginning of the second step. The intervention of this quasi experiment was the 
demand from the experiment group to employ user-generated photos as a source of 
inspiration for design ideation. In other words, the source for design ideation was 
designated and demanded from the designers in the experiment group. At the 
introduction after separation, the experiment group was reminded about the 
possibilities of user-generated photos and reminded that they are asked to use user-
generated photos for idea generation. 
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The pre-defined areas introduced in the second workshop also used in this workshop. 
The designers in the experiment group were advised to think on and search photos 
about: 
1. The Target User 
2. TUIs and Interactions 
3. The Product itself:  The Audio Player 
The participants were also reminded with the following text that they were expected 
to generate: 
1. A list of “Refined Concept Keywords” that you think will be useful in further 
steps of design ideation and development.  (Can be about the user, the 
interface or the product features)  (i.e. Pink Product) 
2. Basic Concepts and Design Opportunities: Write down short and precise 
ideas on possible concepts or design opportunities you have generated (Or 
produce idea sketches) Can be derived from combination of keywords or can 
be generated independently. (i.e. Colour pink can be a great success because 
girls like pink!) 
3. Further steps in concept and product development process: Write down which 
further steps should be made or which directions to be chosen. (i.e.  A user 
research would be beneficial to determine  the effect of colour pink on 
purchase decision of young girls) 
After the presentation of their task and what is expected from them the experiment 
group started working on keyword generation and, image retrieval and image 
evaluation (Figures 5. 14, Figure 5.15, Figure 5.16) 
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Figure 5.14 : Experiment group working. 
 
Figure 5.15 : Experiment group. 
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Figure 5.16 : Participant from Experiment Group preparing her presentation. 
5.4.3.7 The control group 
In the first 15 minutes of the separate study, the control group was briefed again 
about their task and the expected outcomes. The same text above was used to present 
the task and expected outcomes. Different than the experiment group, the control 
group was told that they were free to use any design ideation methods to generate 
initial ideas for their concept project (Figure 5.17, Figure 5.18, Figure 5.19).  
Until for the presentation of the results, both groups worked separately and the 
author as the workshop moderator visited both experiment rooms several times to 
follow the flow of the workshop for both groups and to be able to answer 
participants’ questions during the experiment.  
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Figure 5.17 : Control group working. 
 
Figure 5.18 : Participant from control group working on ideas. 
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Figure 5.19 : Participant from control group working on his mindmap. 
5.4.3.8 Presentations 
2 hours after groups started to work separately, the participants were called back to 
the studio to present their results. Each participant presented his/her results with a 
short presentation. In the presentation the participants mentioned what kind of 
methods they have used for idea generation, what approach they followed, how did 
they select their words and what they think of the entire brief and process and how 
they interpret it.  
Both groups were provided a power point presentation template to make sure each 
participant produces outcomes under each abovementioned titles. The participants 
were reminded they are expected to classify their results according to the titles at the 
template; however, they were free to add any visuals they have accessed or produced 
during the workshop. 
The presentation template was designed for making participants fill in a title as bullet 
points so that the outcomes can be countable. However, the lack of clarification on 
the expectance from the participants made participants to eliminate some keywords 
they have produced.   
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5.4.3.9 Workshop results 
The participants presented their results as a mixed group. The presentation files were 
also submitted as digital files to the author. The first analysis of the results was only 
made by counting the number of the keywords, concepts, and design opportunities. It 
was intended to test whether the employment of user-generated photos made 
experiment group participants have a more efficient idea generation process in a 
given time. The interference to the idea generation process thus was the retrieval of 
user-generated photos. Although it is not claimed that the user-generated photos 
equip designers with the ability of producing higher number of design concepts the 
number of the produced keywords, concepts and design opportunities were still 
counted to check if there is a distinct difference. The effect of employing user-
generated photos on the efficiency of idea generation process was also asked to 
participant designers in interviews. Further exploration of the results will be 
presented alongside the discussion of the designer interviews in the following 
chapter. 
5.4.3.10 Design ideation exercises after the workshop 
The fourth workshop process was spread to three lectures of the concept design 
project process. The process started with the pre-workshop lecture on TUIs and 
continued with second lecture, the workshop session with the quasi experiment set 
up. The workshop process was designed to continue with follow up exercises one 
more lecture after the experiment workshop. After the workshop presentations were 
finished the participants were given the design ideation tasks brief. They were 
informed that they were expected to start producing idea sketches the following week 
and the session would consist of in-class exercises to develop their ideas. The follow 
up exercises aimed providing participants with paths to develop their concept design 
projects. The follow up exercises were planned as a part of the workshop process 
because it was aimed to observe and explore if the workshop outputs were being 
used as a part of idea generation process in the later steps of the concept design 
project. The other aim was to observe if and in what ways the workshop results help 
the participants in defining further steps in their design process.  
The exercises following the workshop were on developing personas, developing 
quick concepts about the tangible user interface and developing concepts on the 
  
139 
audio player itself. It was announced with the following text that before the next 
lecture session the participants were expected to complete: 
1) 3 Different Personas - one A4 sheet each with a possible “Tiny User” definition 
2) 3 Concepts on TUI (That can be short scenarios on what kind of controls can be 
used and how they will be used) 
3) 3 Concepts on the product itself (The material and surface, or the size or if it is 
portable or desktop) 
You are asked to compile a single A3 page presentation for #2 and #3 with possible 
answers to following sample questions: 
a) How to operate the product (i.e. how to listen or record songs or how to control 
audio features) 
b) Where to use the product 
c) What kind of material and surface do you think is suitable for this kind of product? 
The designers completed their post-workshop tasks and presented them in the studio 
(Figure 5.20). 
 
Figure 5.20 : The participants presenting their design ideation task results. 
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5.4.3.11 Personas with user-generated photos 
Developing personas is a widely used method in design process especially to develop 
design solutions that addresses the needs of diverse sets of users. Personas also help 
the designers to provide a more comprehensible representation of their user profiling 
activities that help them to communicate their decisions based on user profiles better 
with the rest of the product development team (Pruitt & Adlin, 2006). User-generated 
photos provide designers the viewpoint of the common people who provide the 
content. The anonymous content providing users visually exhibit. 
The design ideation task was designed to provide the participants the opportunity to 
use the workshop output they produced as an input for the design ideation process 
and the idea sketching exercises. In other words the workshop was designed to 
produce initial idea starting points like keywords, concepts or further research paths 
to be processed with further tasks to be used in design ideation processes.  
5.4.3.12 Concept project presentations 
After the discussions, workshop and the design ideation exercises, the students 
developed their product concepts in the following weeks with one-to-one critics with 
the course instructors and with support from a professional industrial designer from 
Vestel. The project results were submitted and presented on January 6, 2011 to the 
studio instructors and Vestel representative. Besides the sketches, illustrations and 
renderings and the TUI solutions produced, the final submission report of the project 
also included: 
 Designer’s interpretation of the project brief 
 The interpretation of the workshop process and outcomes by the student  
 The rationale of the design proposal including why the designer had selected 
the particular approach 
The analysis of the submissions provided a possibility to analyse the results of the 
initial experiment and its effects on the product development process qualitatively. 
5.4.3.13 Evaluation of the experiment 
The initial results of the experiment did not show a dramatic difference in the 
number of the relevant keywords and design concepts produced between the 
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experiment group participants and the control group participants. Thus it is not 
possible to prove that the interference had affected the results of the design ideation 
process quantitatively. In other words, using the user-generated photos did not 
provide the experiment group participants to produce more number of keywords or 
concepts in the same given time. The control group participants also produced a very 
close number of keywords, concepts, and design opportunities.  
The designers were asked to present a pre-defined workshop outcome presentation. 
The prepared document was delivered to the designers in both groups. The document 
consists four sections. The first section is for designers to write down tools and 
methods they have used in idea generation specifically designed for control group 
designers. The second section is the core of the presentation allowing the designers 
to write down the keywords they were asked to generate after the workshop. The 
third section is for disclosing the basic concepts and opportunities designers 
generated during the workshop and the fourth section is for the designers to write 
down the further steps in concept and product development. The pre-defined 
presentation document was designed to allow counting the keywords and concepts 
the designers come up as a result of the workshop.   
Presentation results 
The workshop participants presented their outcomes with short presentations at the 
end of the workshop. They have also submitted their presentation files after the 
workshop. The participant designers provided refined keywords and concept ideas in 
their presentation files. The number of keywords, basic concepts and design 
opportunities produced by the experiment group and the control group is given at the 
Table 5.1 below. 
Based only on the numbers of keywords, basic concepts and design opportunities, it 
is not possible to claim that using user-generated photos for design ideation provides 
significantly higher number of outputs for generated keywords or concepts. The total 
number of keywords produced by the experiment group is 68, making the average 
keywords produced by a designer 13.6. On the other hand, the control group 
produced 79 keywords with 6 designers making their average 13.2 for each designer. 
There is not a significant difference in these numbers. Besides, there is a great 
variety between the numbers of keywords within each group. The minimum and 
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maximum numbers of keywords in experiment group respectively are 8 and 22. In 
the control group the keywords produced varies even more, from 3 to 20. 
Table 5.1: The number of keywords, basic concepts and design opportunities 
produced by the experiment group and the control group. 
 P1 P2 P3 P4 P5 ExT  ExA P6 P7 P8 P9 P10 P11 CT CTA CA 
RCK 8 9 20 9 22 68 13.6 20 3 15 14 17 10 79 65.8 13.2 
BC 6 3 3 2 4 18 3.6 4 2 4 10 4 4 28 23 3.8 
FS 3 5 5 2 3 18 3.6 3 1 7 3 3 4 21 17.5 3.5 
P1: Participant 1   P1 – P5 are the experiment group participants 
ExT: Total number in Experiment Group results 
ExA: Average number of each value for one experiment group designer 
CT: Total number in Control Group results 
CTA: Total number Average for 5 participant samples in Control Group results (The total number of 
each value is divided to 6 and multiplied by 5) 
CA: Average number of each value for one control group designer 
RCK: Refined Concept Keywords 
BC: Basic Concepts and Design Opportunities 
FS: Further steps in concept and product development process 
The total number of basic concepts and design opportunities produced by the 
experiment group is 18, and the average number of basic concepts and design 
opportunities produced by a designer in that group is 3.6. The total number of further 
steps in concept and product development process recommended by the control 
group is 18 making their average 3.6. The total number of further steps in concept 
and product development process recommended by the experiment group is 21, 
making their average 3.5. 
The numbers showed that there is not a strong causal relation between the number of 
the outcomes of creative ideation and the employment of user-generated photos. The 
structured design ideation session helped both of the groups in producing concepts 
and ideas. It was observed the tool’s approach directing designers to a goal and result 
oriented design ideation affects the designers in both groups.  
However, there is another significant difference between the results of the two 
groups. It is observed that the experiment group participants have produced 
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keywords concentrating on users. The keywords were related to user specifications 
and behaviours. The keywords produced by the control group were more 
concentrated on the object and the functions rather than users. It was also observed 
that the concepts and the further research paths the experiment group participants 
produced were also more about the users. The interpretation of visual content 
generated by people can be said to trigger discussions more about the user and the 
user specifications rather than the physical properties or functionalities of the 
product.  
5.4.3.14 Interview with the designers 
Fourth workshop participants were interviewed after they have completed their 
conceptual project design development process. Both the members of the experiment 
group and the control group were interviewed. 10 out of 11 participants were 
interviewed, where one participant were not able to join the interviews as he was not 
in town at the time when interviews took place. The workshop participants were 
asked about their individual initial idea generation processes and about the workshop 
and the activities they have completed as a part of the workshop.   
Only the analysis of the experiment group members will be presented here as they 
are also the designers participated in the previous workshop and elaborated on the 
tool and the employment of the user-generated photos for design ideation. The 
participants of this group had previous experience on the moderator’s approach and 
his theory on exploring the potential of user generated visual materials.  
The interview helped the author to extract important points from interviewees’ 
responds. The designers expressed they all explore visual sources for various reasons 
in their design development processes. They all have stated they use visuals as a 
source of inspiration and information. 
First designer stated that the structure of the workshop, a structured way of searching 
and exploring visuals was helpful and the workshop was very efficient for her. She 
stated that even the facial expressions of the people she saw on the photos she 
browsed helped her idea generation process. She stated that it also helped her to 
understand people from the captured moments without talking to them directly. 
Second participant designer stated that exploring the visuals systematically helped 
her to focus. She told the workshop helped her in regulating her idea generation and 
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design processes and especially helped her to focus on certain objectives. She also 
stated that it was easier to find relevant images about Oktoberfest. Both of the 
designers shared their observations on the difference of their group and the control 
group. They both told that it was visible that the control group designers’ approach 
was different and more concentrated on the product whereas their approach was 
more user-oriented. This common comment supported the author’s comparison about 
the nature of the approach and the keywords two groups produced. Browsing user-
generated photos helped designers to develop sensitivity towards understanding the 
user. 
Third designer told that the tool is helpful because it is very visual. He later 
elaborated more and told his mind was full of images even after the workshop. His 
testimony supported one of the aims of the design ideation workshop tool as 
immersing the designers into a visual environment to trigger creative thoughts. The 
fourth designer also expressed that the workshop helped him and he used to 
keywords he produced as a workshop output throughout his concept design project. 
He, as the second designers also mentioned that the workshop tool defines a scope 
and helped him to focus. The fifth and the last one of the experiment group expressed 
that she found the workshop very interesting. She stated that idea generation is easier 
with images in her mind and seeing a kid makes it (idea generation) much easier 
when one sees the kid not in a commercial image but in a user-generated image.    
Nearly all the participants stated that they have come up with new ideas more from a 
user-oriented point of view.  The idea generation triggered by the use of user 
generated visual content helped the participants to question and analyse user 
behaviour further as their efforts and outcomes provided them a path to speculate 
about users and their behaviours. One of the participants stated that seeing people in 
pictures doing things helps them to imagine and even if the people they see are not 
the exact end users they intend to design for, it helps them to develop ideas. 
Individual collections of the visuals were later used by all participants both directly 
as source of inspiration and information or also indirectly as an inspiration towards 
different queries. As in all of the previous workshop evaluations, the participants of 
the interview also mostly complained about the shortness of the duration of the 
workshop, whereas one participant objected to this idea and stated that he prefers 
such a study to be carried out in half a day rather than a full day.   
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The third step of evaluation aimed to question again whether there is a causal relation 
between the visual and the outcome of the design ideation process. If a causal 
relation was detected, quantitative methods could be employed on large sample set of 
designers to elaborate a theory of design concentrating on the relation of employing 
user-generated visuals for idea generation. However, the absence of a causal relation 
between using user-generated photos and the design implies that the relation of the 
visuals with designers should be analysed qualitatively. Although the numbers 
measured did not produce dramatic measurable results in the first step, the participant 
interviews produced a basis for a further and deeper qualitative study aiming to 
understand in what ways user-generated photos can be used for inspirational 
purposes at the very early stages of new product development process.  
It was the second time, designers in the experiment group participated in the design 
ideation workshop and were exposed to task of utilizing user-generated photos as a 
source of inspiration for a given design ideation task. The designers in the 
experiment group expressed that they have used the method more efficiently this 
time as they were used to the concept. The familiarity of the experiment group with 
the concept of using user-generated photos for design ideation resulted in a 
customization of the tool also. During the workshop it was observed that the 
experiment group employed a common image tool to share the photos and to 
generate ideas based on all collected photos. They have first did their own individual 
researches and later started to share their files through a file sharing software, 
Dropbox. With doing this, participants not only got information and inspiration from 
anonymous users’ point of views, but they have also used each other’s research point 
of view. Further workshops may help to understand the effect of learning curve of 
participants on the efficiency of the method. 
5.5 Workshop 5: Spring 2011 Using User-Generated Content for Design 
Ideation Workshop  
The 5th workshop for this thesis study was conducted as a part of the Graduation 
Project Studio course taught at the Department of Industrial Design at Middle East 
Technical University. The course is designed for the undergraduate students to 
develop a product design project throughout a whole semester with the supervision 
of the studio team and representatives of collaborating companies. The students 
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themselves selected the companies they want to collaborate with but they also 
needed to present their portfolios to get accepted by the company.  
The workshop, like the other previous workshops was scheduled to be at the 
beginning of the semester, at the initial steps of a design project. In this workshop, 
the novice designers were not given a project brief but each designer determined his 
or her own design brief with a collaborating firm. This workshop, unlike the previous 
workshops, provided the possibility to observe the initial steps of various different 
design projects simultaneously. The studio course presented an opportunity to apply 
the workshop on diverse set of design projects with different target users, use 
scenarios and desired physical properties. The workshop was also embedded in the 
design process as one of the idea generation tools at the beginning of the design 
processes.   
5.5.1 The scope of the projects 
The Undergraduate Graduation Project was selected as it provides an opportunity to 
work on a vast selection of the design processes for different types of products. The 
diversity of the project statements and the diversity of the professional contributors 
made it a valuable workshop.  
There is not a definitive step in the workshop structure trying to examine if the 
proposed workshop works differently for different types of products. However, using 
user-generated photos for generating ideas for different kinds of products with 
different user profiles enables the author to observe differences in making a use of 
the workshop by many different participants for various different requirements 
originating from different project statements.   
5.5.2 The participants 
The participants of this workshop are undergraduate students. In total 23 
undergraduate students, joined the workshop directly and indirectly. 
One of the problems raised when the workshop is conducted with the participation of 
students is that the students do not always complete the workshop process they 
participate in. The participation then is only measured with the workshop outputs 
they produce rather than the actual number of students participating in any part of the 
workshop. The participants who do not participate in all steps of the workshop and 
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who do not provide the desired workshop outputs thus are not considered as the 
workshop participant and are not subjected to the workshop evaluations.  
5.5.3 The pre-workshop task 
The Graduation Project course consisted of several interconnected assignments and 
workshops that were designed to help students defining a design problem considering 
the facilities and constraints of their collaborating firms and the requirements of the 
potential markets. 
The students already went through an exercise previous semester to get ready for the 
graduation project. Before the User-Generated Images for Design Ideation 
Workshop, the students had another half a day in-class workshop.  The pre-workshop 
task for the user-generated images for design ideation workshop this time was thus 
planned as a separate exercise. The workshop took place on the third lecture of the 
semester. Before the workshop, the participants decided on the firms that they want 
to collaborate thus they developed their first ideas on what kinds of products they 
would work on and what were their general target user groups were. Each participant 
developed their own relations with their firms and based on this relation they have 
started thinking on their own design brief in dialogue with the firms. After deciding 
on firms and getting in touch with the firms, the participants participated in an 
exercise that replaced the pre-workshop task where they have worked on their design 
brief.  
The exercise called “Workshop: Project Statements” was in two parts to be 
completed in the studio. In the first part, in 60 minutes the participants were asked 
write down a short problem definition. Then they were expected to write their latest 
project statement and criticize it against their problem definition, and make 
amendments to the statement. It was asked from the participants to indicate their 
intended user group, context/environment of use and any essential requirements that 
the product should fulfil. That request was planned to prepare students for the user-
generated images for design ideation workshop as those would help them to 
determine their sites for image search and idea generation.  
In the second part of the workshop the participants were asked to underline what they 
consider to be keywords or phrases in the statement (at least three should be 
identified). They were then asked to make a list of related concepts, ideas or 
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alternative keywords that might be worth exploring for the progress of the project for 
each keyword or phrase. The participants then were asked to rewrite their project 
statement as a single sentence on an A3 paper. The first part of this section of the 
workshop took 30 minutes and the class discussion was planned for the next 60 
minutes.   
The third part of the project statement workshop was a home assignment that asked 
students to make a research on products related to their projects, to select 5 products 
and to make an analysis of their strong and weak points from different perspectives 
on A3 papers. The participants were asked to bring their final project statement and 
product analysis to User-Generated Images for Design Ideation workshop the 
following course day.  
5.5.4 Workshop process 
Following the initial exercises and the completion of the pre-workshop tasks, the 
design ideation workshop was conducted on February 2011 at the senior year design 
studio. The studio is equipped with personal desks and there was Wi-Fi connection 
available. The projector for the workshop presentations was borrowed from the 
department and the image is projected onto the wall of the studio. The designers were 
asked to bring their own laptops.  
5.5.4.1 Workshop introduction 
The workshop was conducted in half a day studio course as the previous workshops. 
The students were first presented with the rationale of the workshop. It was presented 
that this workshop was for stimulating their design ideation process with the help of 
images and they would be guided to browse and interpret user-generated photos for 
inspiration.    
At the beginning a short introduction on using images as a source of inspiration and 
information at design ideation processes was presented. Later primary sources of 
user-generated photos were presented as an introduction on how to browse images. 
The Internet-based image retrieval tool Tagnautica was introduced for the first time 
with this workshop. Tagnautica uses Flickr’s infrastructure to find related images to 
your typed keyword with a different visual interface. Tagnautica interface presents 
images and keywords circled around your typed keyword. The circular images with 
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related keywords are also clickable and take the user to another circular interface 
putting the clicked related keyword at the centre with its related keywords placed 
around (Figure 5.21). If the user double clicks on the keywords then he/she is 
directed to the Flickr search page of the keyword. The reason adding presenting 
Tagnautica to the workshop presentation was for visually explaining how 
interconnected keyword searches can be carried out and how related contents can be 
matched by visual thinking. It was expected to stimulate the participants towards the 
use of user-generated photos and also to familiarize them with further tools of image 
retrieval. 
 
Figure 5.21 : Screenshot from Tagnautica. 
The participant designers were asked to think about the their project statement, their 
possible target user group, possible design directions, possible product features and 
paths for future research to develop and communicate ideas that will lead them 
towards developing initial design proposals in the following weeks. They were asked 
to search user-generated photos for generating concepts and exploring design 
opportunities to produce proposals for further research and possible paths to follow. 
They were told that they are expected to work individually for further steps and they 
were expected to produce a written document at the end of the workshop.  
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5.5.4.2 Workshop tasks: The sites framework 
In the previous three workshops a framework to lead the designers to pre-defined 
areas of keyword generation and idea generation emerged. The need for a structure to 
better encourage and prompt novice designers to keyword generation and 
categorisation of outputs emerged due to the lack of the experience of novice 
designers in determining defined strategies for idea generation and designerly 
thinking (Cross, 2011). The need for categorisation manifested itself as pre-
determined quick paths for keyword generation and ideation in the second workshop. 
In the third and fourth workshops a defined structure, paths for keyword generation 
and categories for interpretation of gathered visuals were employed to observe the 
design ideation process of novice designers. The promising progress of the workshop 
processes approved the need to define the framework more clearly as a necessary 
piece of the workshop structure.  
As detailed in the methodology chapter, the framework approach was adapted from 
Rose (2007). The sites framework is a general framework proposed by Rose (2007) 
for analysing visual images In her book Visual Methodologies, Rose (2007) offers a 
general framework for analysing images in multi dimensions. The analysis 
framework is derived from several tools and methods from social sciences, art 
history, semiotics, psychoanalysis and related qualitative and quantitative research 
methodologies. She has determined three sites for analysing any visual image. They 
are the site of the production, site of the image and site of the audience. Each site 
determines the questions to be raised when analysing an image and tries to explore 
how meaning of an image is made according to the answers of these questions.  
The sites framework is adapted to exploring and interpreting user-generated photos 
in two steps. The sites framework is offered both in determining the keywords to 
search for visual materials and also analysing the visual materials according to the 
sites determined by the designer. So the structure provides the designer a determined 
route to follow in order to search and evaluate user-generated photos.  
The sites can be altered for each image retrieval exercise and can be determined 
according to the needs of the designer. Depending on for what reason the user-
generated photos are analysed, the sites can be determined and be used as a structure 
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to transfer information and inspiration towards the further steps of the design process 
at the early stages of the product design process.  
Following the introduction, the first step of the exercise was introduced as follows:  
Write down and examine your enhanced project statements. Refine and expand your 
keywords for each underlined section. Rewrite your statement if necessary. 
Then, generate additional keywords for further visual research in the sites below: 
Site of the User: Think about your possible user group, their features and write 
down keywords  
Site of the Product: Think about keywords that may lead you to further concept 
generation about product features, affordances, desired product experiences and 
interaction concepts  
Site of the Company: Think about the company and their goals and their mottos  
5.5.4.3 Image retrieval  
The participants started browsing images after they have generated their keywords 
according to the given sites. The participants were asked to retrieve the photos first, 
make an evaluation of the materials they have found and make a second and refined 
search based on their evaluation. After the refined search and retrieving final images, 
the participants were asked to prepare the workshop outcome. 
5.5.4.4 The workshop outcome  
In the final step of the workshop the participants were asked to prepare the workshop 
outcome with the instructions below: 
You are expected to produce a piece of document that summarises how you have 
used user generated visual content for idea generation. You are expected to present: 
1. Reviewed Project Statement: Present your Project statement again. If you 
made any changes after today, tell us why you decided to change the certain 
parts 
2. Write down at least three concepts or possible design directions that you have 
generated today that can lead into initial ideas. You can use the classification 
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above to generate concepts in different sites (e.g. Site of user, product or the 
firm) 
3. Based on what you have worked on today write down at least three directions 
for further research that can support your product proposals.  
The workshop aimed to help the participants in their design process for the 
graduation project. The graduation project course provided an ideal environment for 
the workshop as the course structure included further workshops and exercises for 
idea generation and design development. The outcome of the workshop was aimed to 
be used at the following initial ideas workshops and COD (Constraints, Objectives, 
Directives) Workshop. For this reason the workshop outcome was designed as a 
follow up of the previous exercises and a preparation for further efforts and activities 
of the design development process.  
In the first workshop the participants joined the workshop and later followed their 
individual steps towards developing their concept project. In the second workshop 
there was not any other follow up exercises either. But in both workshops there were 
pre-workshop tasks to familiarize the participants with user-generated content and 
how to browse it. In the third workshop, the workshop exercise was a stand-alone 
exercise where the workshop task was not designed to support a design process. In 
the fourth workshop there was a pre-workshop exercise and follow up exercises to 
benefit from the workshop and to observe the effects of the workshop. In this 
workshop the-pre workshop and follow up exercises were not only offered as a part 
of the workshop but also as a part of the whole graduation project process.  
In this workshop the participants were asked to prepare their workshop outcome to 
be presented at the end of the workshop. In this workshop the participants were also 
asked for the first time to submit their workshop outcome as a written document. 
After the workshop finished, the participants were sent the workshop outcome sheet 
to fill with their input. The workshop presentation was also sent to all students as a 
source for their further assignments.  
The participants sent their workshop outcome sheets by email after the workshop. 
The workshop outcome sheet served in two directions. First, the workshop sheet 
helped the participant to report on his or her own process after evaluating the whole 
workshop once more after the workshop day. The workshop outcome sheet was 
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designed to make participants’ to present a reflexive evaluation of the workshop. 
Second, the workshop outcome sheet provided the possibility for the students who 
did not participate in the workshop to apply it themselves without moderation. As the 
students have taken the workshop output sheet as an assignment, they preferred to 
complete it themselves even if they were not present for the whole session on the 
workshop day.  
5.5.4.5 Direct and indirect participants 
The workshop outcome sheet provided an unanticipated and unplanned possibility to 
observe one dimension of the workshop. The necessity and the level of moderation is 
one of the areas that is planned to propose as a further study after this thesis study. It 
is a necessary discussion, as it will explore if it is possible to run the workshop 
without a moderator thus paving the way to convert the workshop into a design 
ideation tools that can be used by any designer without the presence of a supporting 
person.  
For some of the designers, the workshop process was not moderated yet they 
submitted the workshop outcome sheet. Direct participation implies the participation 
of the students to the workshop by being present at the workshop day and getting the 
instructions directly from the author. The participants who directly joined the session 
had experienced the whole process under moderation among with their peers. 
Indirect participation implies applying the method without instructions at a time later 
than the workshop.  Some of the participants did not join the exercise on the 
workshop day but later downloaded the workshop presentation and instructions and 
applied the method on their own. The indirect participation involves the submission 
of the workshop output also. The workshop output reports provide the possibility to 
compare if moderation presents a detectable and important difference in the 
efficiency of the workshop. It will be further discussed at the following chapter 
alongside the participant interviews but a further study can be and should be 
formulated after the thesis to explore the impact of the moderator and to see if the 
workshop should be a tool like design probes, which is moderated by a moderator but 
includes assigning tasks to the participants; or if it should be like a tool like IDEO 
Method Cards which can be adapted by any designers for various different design 
project without requiring moderation.  
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5.5.5 Workshop interviews 
A selected 8 designers were interviewed representing a selection of different 
designers working on different projects participants were interviewed in a semi-
structured interview after the completion of the graduation project works. The aim of 
the interview was to question, discuss and understand the initial steps of the 
individual design development process of the participants and how they have made a 
use of user-generated content workshop for their design ideation process. The 
interviewees were asked to elaborate on their design ideation process, their use of the 
visual materials in this process, their use of workshop outcomes and their 
recommendations about the explorative tool they have used. It was aimed to learn 
about their efforts for design ideation in general, and for the graduation project in 
particular.  
The 8 selected participants represent a selection of diverse design projects. Among 
the 25 student design projects completed at the end of the semester, this selection is 
selected as a sample of various projects. The participants of the interview have 
designed a personal hair care product, a compact versatile kitchen, an electronic 
music device to share music, a kitchen counter for preparing food in the year 2025, a 
twin function toaster which can also be used as a sandwich maker, an active wheel 
chair, an outdoor gaming device for children and a mini washing machine.   
4 of the participants were present at the first session of the workshop so started their 
work under the supervision of the workshop moderator whereas 4 of the participants 
were not able to join the moderated part of the workshop and prepared their 
presentations after reading the workshop presentation materials and receiving the 
workshop presentation brief. The absence of half of the participants from the actual 
workshop presentation session allowed analysing how the workshop presentation 
outline works and how the workshop outcome assignment worksheet works. The 
discussion on how the absent participants prepared their presentation following the 
instructions without the support of the moderator is a valuable contribution to the 
assessment of the workshop materials and how these materials can be developed 
further. 
At the beginning of the interview each participant was given a short introduction 
about the aim of the interview and the structure of the interview. As the interview 
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was about the user-generated design content for design ideation workshop they 
joined at the beginning of the Spring 2011 Semester, the workshop presentation was 
shown to the participants to remind them the rationale of the workshop and the 
process they went through. Their workshop reports and the sketchbooks where they 
were asked to document the ideas they have generated were also shown to remind the 
participants what they have presented for the workshop and what they have prepared 
for the further steps of their project development. The final work they have presented 
after their design process was also shown to them to encourage a discussion on the 
association of their initial steps with their final design work. The participants were 
asked to go through their workshop presentations before coming to the interview via 
email and they were asked to go through these materials in the room before starting 
the interview.  
5.5.5.1 Evaluation of the fifth workshop interviews 
All the participants have declared that they use visual materials at the beginning of 
their design development process. Most of the users employ images as a source of 
information about the products and as a source of inspiration. Only one participant 
stated that instead of looking at visuals as the first thing, she prefers producing 
visuals in the form of idea sketches. She produces the drawings of a generic sample 
of the product she wants to design and later manipulates this image to generate ideas.  
The participants’ responses to how they use images for idea generation show a strong 
similarity. They tend to use mostly Google Image Search and design related web 
sites in a non-systematic manner to access the images of products and they use 
images to make a morphological analysis of the product. A participant stated that he 
also browses the images at different product related web sites he know. Another 
participant added that besides exploring the images of the already existing products 
in the market, she also checks the images of the concept designs. 
The lack of systematic search of visuals at the Internet and the lack of the knowledge 
and experience in employing visuals’ potential value for design ideation were 
valuable inputs from the participant designers for understanding how user-generated 
photos can be used for design ideation better and for further developing the 
workshop as a tool.   
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All the designers reported that they think the workshop process, as a systematic 
search through the visual material available at the Internet was useful for them. The 
designers similarly reported that the structure of the workshop, which made them to 
write down the ideas they have generated in full sentences in the last part, was 
definitely useful for them. Being asked to produce outcomes systematically both 
encouraged them to think deeper and reach to conclusions they would not have 
reached if they were not asked to do so as participants mentioned.  One of the 
participants stated that she would not come up with the ideas she had at the end of 
the workshop if she was not “forced” to write down the phrases as the further steps 
for her design process.  
Participants also stressed the importance of a deliberate study for determining 
keywords, listing them and making searches with using these keywords. Although 
they believe determining keywords were efficient in accessing meaningful visuals 
and generating ideas the keyword generation phase should be carried out better and 
the instructions can be developed further to be more comprehensible.   
The keyword generation helped participants to access visuals that inspired them 
about the user behaviour. Different interviewees stated that they have generated ideas 
about their target users and they have developed associations and attributions about 
their users. This tendency clearly exhibits the potential of the employment of user-
generated photos for persona design and scenario development in the further stages 
of the design development process. In fact one of the participants reported that they 
have used the visuals they accessed for building up their target user profiles.   
The designers were asked how they think this workshop could be developed further. 
Most of the participants firstly tell that the duration of the workshop could be 
reconsidered. They required more time for determining keywords, browsing visuals, 
evaluating the visuals and producing outcomes. A participant stated that she would 
prefer to carry out the instructions herself at her own pace demanding the last part of 
the workshop, the outcome production, should be separated from the workshop 
presentation.    
They designers stated that they would benefit this approach much better in a new 
project as now they have an idea about how the user-generated photos can be used 
for design ideation. It was clear after the interviews that once the first encounter of 
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novice designers with this workshop approach was established, they comprehended 
the benefits of the approach and tended to adapt the tool for further use. 
The participants all stated that the workshop as a tool would be more beneficial for 
them if they had a better project statement. Some of the workshop participants stated 
that they changed the project statements or their target groups after the workshop and 
they would benefit from the workshop more if they had clearer ideas about their 
project statements or user definitions.  
The interview with the workshop participants underlined couple of main points. 
Firstly, any tool that explores the potential of using user generated visual content for 
design ideation should define a structured way of search and classification of images 
and videos. A structural search and reporting the outcomes are more beneficial and 
produces a communicable knowledge.  
The workshop structure asked the participant to determine keywords in three sites, 
the site of the use, the site of the product, and the site of the company.  The 
participants then asked to produce their workshop outcomes.  First they were asked 
to rewrite their project statements. They were asked to produce three concepts or 
possible design directions that they have generated during the workshop that can lead 
into initial ideas. They were also asked to write down at least three directions for 
further research that can support their product proposals. The workshop participants 
were also asked to add the visuals that they have got inspiration and information 
from for their design ideation process. They were asked to write down briefly why 
they have found relevant to their design ideation process. The workshop outcome 
assignment definitely encouraged to establish a more focused design ideation process 
and also presented the outcomes in a comprehensible and communicable format for 
sharing and further use also. The structure and the content of workshop outcome 
determine how the participants made a use of the visuals they access.  
5.6 Workshop 6: Aalto University Workshop  
The sixth workshop was conducted at Aalto University School of Arts, Design and 
Architecture in Helsinki, Finland on September 24, 2011. The workshop was held as 
a part of the graduate course module “User Inspired Design”. The User Inspired 
Design Module is one of the master’s level course modules at the graduate 
programme at Aalto University Faculty of Arts, Design and Architecture. The author 
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was a visiting researcher at Aalto University, School of Arts, Design and 
Architecture at that time and was invited to present at User Inspired Design module. 
After discussing the content and structure of the workshop with course coordinator 
Prof. Dr.Turkka Keinonen, it was decided to conduct a workshop with the module 
students.  
The Aalto University workshop consisted of three parts. The first part was the 
presentation and discussion on the use of images in design process. The second part 
of the workshop is the introduction of the workshop structure to the participants. In 
the third part the participants were asked to generate ideas by using photos they have 
browsed and retrieved via the Internet. At the end of the third part the participants 
who worked in previously determined groups presented their group outcomes in 
short presentations. The first session took place in a classroom where the UID classes 
take place. Following the presentation, a short break was given and the designers 
continued to work workshop tasks. The keyword generation, photo retrieval and 
group discussion took place in different venues for each group. The groups 
determined “a corner to work” and continued working there. All the corners were at 
the same floor of the department. Following the exercises the designers assembled in 
the presentation classroom again for group presentations and the discussion. The 
groups presented their workshop outcomes one by one. Two selected participants 
from two different groups were interviewed after the workshop.  
5.6.1 User inspired design module and semester project 
At its webpage (Url-1) of the user inspired design course, the goal of the module and 
its subject for Fall 2011 semester is summarised as follows:  
The goal of the UID module is to teach the students a user-centered approach to find 
and describe new product, service (and so on) opportunities. Our concept is to do it 
in a designerly manner i.e. combining the user centeredness with designers’ insight, 
responsibility and risk taking. In addition, it is also an introduction for the students to 
participate the research forum dealing with user centered design and user experience. 
This time the topic of the course is psychiatric care. We will work together with two 
units in Helsinki: Aurora Psychiatric Hospital and Malmi outpatient clinic. We have 
agreed that the goal of the project is to find opportunities for design to improve the 
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care environments, practices and image. Both the units belong to the city of Helsinki 
Health Center.  
5.6.2 Workshop participants 
The workshop attendants were graduate students enrolled in the User Inspired Design 
2011 Module. Not all the students joined the workshop. Some students presented 
excuses for not joining the hands-on part of the workshop although they have 
participated in the presentation.  
5.6.3 Workshop process 
The first part of the workshop session consisted of the presentation about the use of 
images in the design process. The students were given examples how images are 
being used in design process such as the use of images for inspiration and 
information in moodboards, persona development, in ethnographic research and in 
participatory design methods like design probes.  Although the workshop always 
includes an introduction about how images can inspire designers and informs them 
about design opportunities, this presentation was enriched with additional 
information about the various tools and methods that employ images, as a part of the 
evaluation of the previous workshops in order to give a clearer understanding of the 
importance of the use of images in the design processes. It was aimed to underline 
how images are being used in several different tools and also to remind participants 
how images are a part of the idea generation processes in different design tools and 
methods.   
After the introduction, the theme of the workshop was introduced and the structure of 
the workshop was presented to the participants. The participants were asked to use 
the workshop to generate ideas to help their progress in their design process towards 
improving the psychiatric care service. The participants were asked to think about 
their project statement, their previous discussions and research to develop and 
communicate ideas that would help them towards developing a concept design 
proposal in the following weeks.  
The participants were given 2 hours and tools that they are expected to review their 
previous work and based on their previous work they are asked to search user-
generated images to understand random users associations for generating concepts 
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and exploring design opportunities to produce proposals for further research and 
possible paths to follow. The time plan of the workshop was introduced as follows: 
13:30 - 13:45   Determining Sites and Discussion 
13:45 – 14:00   Keyword Generation 
14:00 – 14:30   Image Retrieval 
14:30 – 15:00   Evaluation and Refinement + Image Retrieval II 
15:00 – 15:30   Preparation of the Workshop Outcome  
15:30 – 16:00   Presentation and Discussion 
5.6.3.1 Sites for psychiatric care and determining keywords 
As the first part of the inquiry, the participants were asked to generate keywords to 
be used for the image search. The framework providing categories for the designers 
to determine keywords and to classify the retrieved photos under to interpret them 
was developed through the second, third, fourth and fifth workshops. The sites 
approach, which provides pre-determined categories for keyword generation, photo 
retrieval and image interpretation, was also applied in the sixth workshop at Aalto 
University. The sites were determined at the preparation phase of the workshop 
based on the discussion with Prof. Dr. Turkka Keinonen and based on the structure 
of User Inspired Design course module’s structure for Fall 2011 semester.  
The goal of the user inspired design module project is to find opportunities for design 
to improve the care environments, practices and image (Url-1). The sites to be used 
in the workshop thus were determined based on the course content and the goal of 
the module. The three pre-determined sites were the site of the environment, site of 
the practices and the site of the image. The participants were asked to use these sites 
to go through user-generated photos. They were expected to generate keywords or 
keywords pairs related to each site. The designers were also told to explore how 
people uploading the photos associate these concepts with visuals.  
For Site of the Environment the designers were asked to think the environment and 
its physical and non-physical qualities where the psychiatric care takes place i.e. 
peaceful, relaxing, safe etc. 
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For Site of Practices the designers were asked to think about keywords that may 
lead them to explore the user associations about the keywords where the interaction 
between the doctors, nurses, patients, other staff; about the practices and processes 
take place.  
For Site of the Image the designers were asked to think about the desired image of 
the psychiatric care in general and the desired image of the psychiatric care 
institutions such as hospitals or outpatient clinics.  
5.6.3.2 User associations  
The workshop participant were advised once they determine their keywords, they 
should browse platforms like Flickr to retrieve user-generated photos with the 
keywords they have generated.  
The attendees were reminded that they were expected to elaborate on how users’ 
associations can be used for design ideation and determining design opportunities for 
Psychiatric Care environments, practices and image. In other words they were 
expected to explore and formulate design ideation and design opportunities derived 
from the tangible and intangible associations of the content providers. 
5.6.3.3 Workshop outcome  
The attendees were asked to make a 3-4 minutes presentation to elaborate on their 
process. After collecting inspiring images and evaluating them in their groups they 
were asked to present the new concept idea(s) they have developed and the design 
opportunities they have detected for each of the site mentioned above. 
The group presentation was expected to include: 
1. A list of Sites and Keywords  
2. Images that they have retrieved and used for idea generation (with their sources) 
3 .A concise explanation on how they have made a use of those images for design 
ideation 
4. A list of Conceptual proposal(s) based on their assessment of user associations 
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5.6.3.4 Group presentations 
The students of User Inspired Design 2011 module consisted of six students groups 
determined at the beginning of the module to work on various aspects of Psychiatric 
Care. It was decided not to interfere with the group structure of the module or not to 
redistribute students to different groups for the workshop. As a result of this decision 
already existing groups were also used as workshop groups. Although there were 6 
groups formed for the course, only 4 groups joined the presentation sessions. As 
mentioned above some of the attendees had to leave for their fieldwork assignments 
after the presentation of the workshop.  
The group presentations were recorded to explore the presentations afterwards and 
evaluate the reflexive explanations of designers on how they have made a use of the 
workshop, how they have selected the keywords, how they have assessed the images 
and how and what kind of meanings they have derived from the images that can be 
used further in the following steps of the design process.  
First presentation 
The first presenting group was Team 2 according to the grouping for the module. The 
group was working on the communication between two hospitals and the problems 
occur during the transfer of the patients in between different institutions like the 
hospital and the outpatient clinic. So they told they have picked up keywords related 
to those topics. For the site of environment, they have selected keywords like 
reception, farewell, transportation, office, arrival and departure. For the site of the 
practice they have selected diagnosis, trauma, therapy, journey, transfer …etc. For 
the site of the image they have selected keywords like caring, stigma, connected, 
reliable and safety.  The keywords they used were highlighted and they have 
presented the same keywords alongside their found images to explain how those 
images helped their ideation processes.  
In their presentation, the group members stated that they have used only some of the 
photos they have retrieved. Among the photos retrieved they have decided to use 
only 4 images to present their evaluation of the images and to explain how some 
certain ideas were derived from the interpretation of the images within the workshop 
framework. They have used two images accessed with two different keywords 
juxtaposed to present their ideas after the evaluation of images within the group. 
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Some of the items they have seen in the images triggered ideas about what can be 
provided to patients to increase the feeling of safety.  
The group used the photo below (Figure 5.22) to explain how they used a photo after 
a photo query was carried out following the determination of the keywords. They 
have made image searches for the keyword “therapy” and they have come up with 
the photo of a colourful bed with colourful stuffed animal toys in a room with 
colourful curtains.  They thought, the colours could be inviting for the patient a 
colourful environment can brighten up the patients’ life. They stated that the patient 
rooms are not colourful in the clinics but the patients are allowed to bring personal 
items with them to the hospital rooms.  
In their presentation the group members explained their thought process when they 
were examining the photo. They have stated that the stuffed animals lying on the bed 
made them think that some personal items can give the patient the feeling of safety in 
a non-familiar environment. They have called such personal items as “safety 
anchors” for the patients. As the group was working on tackling the problems of 
patient transfer they were interpreting the visuals from that point of view. Their 
concern made them build an analogy between a stuffed toy and a personal item. They 
recommended that bringing a personal item can be allowed for the psychiatric 
patients as a “safety anchor” underlining the importance of the presence of personal 
items in familiarising the psychiatric patients to non-familiar environments.  
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Figure 5.22 : The colourful room. 
This group used the photographs they have found as a facilitator for discussion.  
They have discussed on the images they have found. They have tried to make brain 
storming by analysing the content of the image they have seen and they have used 
the images to produce ideas relevant to their previous research and their project 
focus.  For instance, a dead flower photo they have found (Figure 5.23) helped the 
group members to discuss concepts related to their previous project focus.  The 
group members stated “Dead flower, it is kind of nasty, it reminded us that people 
are fragile, and there are many layers in the situation of the patients.” 
Where they have found the images and how they have found the images stirred a 
discussion after the group’s presentation. They were especially asked if they 
interpreted the keywords to come up with the images they have seen or they have 
really found the images with the keywords they have presented.  
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Figure 5.23 : The image team 2 had used for “farewell”. 
Second presentation 
The second group presented their workshop process introducing they concentrated on 
everyday repetitiveness. The second presenting group had a fairly different approach 
in employing photos for their idea generation process. They have stated that it was 
not easy to find images related to psychiatric illnesses. They have taken one subject 
into consideration and they have presented their results accordingly. They have 
decided to concentrate on the everyday repetitiveness in the patient environment. 
They stated that have thought about the clinic environment and thought on what was 
common. As a group they have observed that in the patient environment everything 
is grey and dull.  
The group has presented their concept first. Later they have presented their keywords 
and presented a collage of images they have found with the keywords. After 
presenting their keywords and related images they have concluded that everything 
the patients see is grey or dull. The group has stated that the solution to greyness and 
dullness is animals. (Fig 5.24) The group stated that animals are exactly opposite of 
the semantic filed of the images they have found. When asked if they are offering 
designed toy animals, the group stated they actually offer to give animals to each 
patient as a solution to dullness based on the environment and everyday 
repetitiveness. 
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Figure 5.24 : Final Image of the second presenting group. 
Third presentation 
The third presenting group was Team 6. They have stated that they were 
concentrated on the atmosphere in the Malmi outpatient clinic. The group was trying 
to identify different realms like the interaction between the patient and the family and 
the patient and the staff. The group stated that they find it hard to identify solutions 
or to show the process to the solutions with this exercise. 
The group has worked on three different aspects of the patient’s journey after being 
discharged from the Aurora Psychiatric Hospital. The first aspect of being 
discharged, the group stated, is the question of what to do after the clinic. They have 
presented the photo of a room of a probably abandoned building with shattered 
urinals in telling that it reminds them how it might look at home when a patient is out 
of the clinic and home for the first time (Figure 5.25). They claimed the photo can 
represent the feeling of the patient in social life after the clinic where he/she does not 
have a job or a family or any aim in life at that certain moment. For the group 
members, the photo represents that feeling. 
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Figure 5.25 : Image about “What to do after the clinic?” by 4th presenting group. 
The second aspect the group taken into consideration is the solitude the patient faces 
after being discharged. The patients, they reported, at least were forced to have a 
certain level of social interaction at the hospital environment and they lose it with 
being discharged. So the patients visiting Malmi outpatient clinic might feel isolated 
and might lack social interaction when they are home alone.  
As the third aspect, the group concentrated on the environment at the Malmi 
outpatient clinic. The group stated that they tried to find keywords and tried to 
classify them in order to find photos that can show the impression they have after 
visiting the outpatient clinic.  
The group had taken the exercise as an exercise to visualize what they have 
discussed rather than retrieving images to make them generate ideas and thoughts 
about the probable user behaviour. In the discussion session after their presentation 
the group members told that they have assumptions as preconceived notions about 
the patients and their environments. They have used those assumptions to determine 
their keywords and they have used images to describe the impression they have. The 
group members stated that this method of generating ideas based on the found 
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images can work better in the later stages of their process as first they would prefer 
to talk to the users, in this case after getting some direct insights from the patients.  
Fourth presentation 
The last presenting group, team 1 was also dealing with the problem of transfer of 
patients from clinic to clinic and the communication between institutions. The group 
made a short presentation showing the images they have found for each site. But 
their presentation stirred up a valuable discussion. The participants expressed their 
concerns that it was hard to find relevant and inspiring images. One of the 
participants stated that big part of the exercise that was useful is generating the 
keywords but it is not easy to find user generated content that is inspiring for these 
keywords. 
Another participant stated that even if a designer does not find what she is looking 
for in an image, it is also useful information for a designer. He stated when you are 
looking at images as a group if all the group members agree on that one image is not 
expressing what you are looking at, then you can articulate all those things that the 
image is not expressing what you are looking for. The participants stated when 
designers are working as a group and talking to each other and when they look at 
images and discuss what is not in the image, it becomes another source of inspiration 
as well.  
Evaluation of the presentations 
It was observed that, in Aalto workshops one group went to determining design 
opportunities from the images but the others used the images they found for 
enhancing their narratives as supporting visual material. In the Aalto workshop, 
although the participants had moderation throughout the workshop, each group 
determined their own way of extracting meanings from the images. The participants’ 
search strategy, image elimination, image evaluation and presentations differed from 
each other. The project area, the complex nature of psychiatric care made it very hard 
to adept the workshop to this certain area. 
During the discussion of the group’s presentation one of the workshop participants 
proposed to use opposites of the search keywords in order to have a different point of 
view to what they are actually looking for. The discussion had lead towards the idea 
of making a keyword search not only for the keyword selected but also making an 
image search for the opposite of the chosen keyword in order to have a “mental 
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space” between two ends. The proposal for searching for opposite keywords can be 
developed as a definitive step in the workshop structure as making image searches 
for keyword pairs with opposite meanings.  Determining the keyword pairs also can 
be taken as an idea generation exercise for the participants as they have to pick the 
keywords related to their query and then they have to determine an opposite concept 
that determines the two ends of defined axis and dimensions of discussion. Another 
point the designers raised during presentation and discussions was the comment on 
the importance of what one cannot find when browsing photos. The designers told 
that looking for an image while browsing with a keyword and not being able to find 
an image in one’s mind was another level of information. Not being able to find a 
similar image as the designer was imagining and also finding completely different 
images than the mental image of the designer provide a rich input for interpreting 
images and thus idea generation. 
5.6.4 The interviews 
After the workshop session, two of the attendants were invited for interview for 
evaluating the workshop.  The same set of questions from the previous workshop 
evaluation interview was used.  The number and the order of the questions asked 
were chosen according to the flow of the interview with each of the two 
interviewees. 
At the beginning of the interview, the presentation files of the interviewees were 
shown to them to remind the final work they have presented as the interviews did not 
take place the same day with the workshop but a week later. The first part of the 
interview was about how the interviewees define their own design process and the 
second part of the interview was about the workshop exercise they had. 
5.6.4.1 First interview  
The first participant interviewed was a Canadian industrial design graduate studying 
design management at TAIK as a graduate student. He defined his design process as 
a process that varies from project to project firmly defined with mind mapping, but 
without many sketches unless he has to communicate with someone else. 
He reported that he was keen on isolating and defining the real issue beyond what he 
has been told. He also told he was slow to commit to a direction dragging the 
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decision making process longer. He told he talks with other people for getting input 
by explaining to other people. He reported there was always a degree of web 
browsing with images in his design process but not as a defined strategy he carries on 
at a certain step of his process.  
While elaborating on his group’s workshop process he explained that at the 
beginning everybody threw in their words. Later, based on those keywords each 
member of his group searched photos with the words they have selected. They were 
frustrated, as they could not find photos. The images they found, he explained, 
seemed arbitrary. According to him, the feedback during the presentation was 
definitely very useful and also timing and the pacing of the exercise could be altered.  
5.6.4.2 Second interview 
The second interviewee was a Finnish graduate student who was studying industrial 
design at Aalto University. He told he finds himself more successful in group 
projects because he believed the ideas come from other people and he was very good 
at elaborating on an already generated ideas to take them to a further direction.  
He reported that there was some internal discussion in the group on how to determine 
the keywords. The two Finnish members of the group were advocated determining 
the keywords as means of describing what they want just to access the images to 
elaborate on the images. The other two members of the group advocated determining 
the keywords according to a method also. They claimed they did not understand why 
they are looking for images with those keywords. The group selected to determine 
the keywords quickly and then try to find images and elaborate on the images rather 
than elaborating on the keywords.  
They have used the keyword search functionality of Flickr but he told if everybody 
had a basic idea on how Flickr works, it could be better. It would be good if there 
were a short course on how to retrieve images with Flickr. He complained that the 
duration of the workshop was pretty short. He told people managed to pick relevant 
keywords but there was not enough time to pick images with discussion and to 
evaluate the photo and its value.  People needed time to see if there was something in 
the photo and they did not know if they had to pick more photos and present all of 
them or only pick photos to present. 
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The designer told making the presentation helped him to develop ideas that have not 
surfaced before. He particularly underlined the importance of the applied quality of 
the tool reminding that one could learn by getting things done. So, photo retrieval 
and producing ideas based on these photos could be considered as an applied 
procedure supporting hatching out ideas. He elaborated this idea by comparing the 
design ideation workshop to probes and by telling in both approaches one has to 
apply it.  He also told that looking at images as a part of the workshop was like 
walking around the city or the world to see around or to see the connections. He told 
the workshop was a method that brings things that were quite different together and 
how it stirred his thinking was quite different than anything he has used so far.  
Besides all the supportive comments the second interviewee also pointed out things 
that could be done to enhance the tool. He told how images work for design ideation 
and how Flickr works to browse user-generated photos could be explained more. 
5.7 Workshop 7: Using User-Generated Images and Rephotography for Design 
Ideation 
The last workshop for this thesis was conducted at Izmir University of Economics 
with the participation of four volunteer senior industrial design students. Different 
than the previous workshops this workshop contained two parts. In the first part, the 
usual half-day design ideation session, the designers were asked to generate ideas 
and explore design opportunities by browsing, retrieving and interpreting user-
generated photos on the design brief given. In the second part, the designers were 
asked to select two photographs they have retrieved in the first part and to recreate 
these photographs and carry out another design ideation process. The designers were 
asked to present their re-thought ideas and the design opportunities they have 
explored in an individual session a week later. Instructor Gary McLeod from the 
Visual Communication Design Department of Izmir University of Economics has 
contributed to the workshop. Being a photographer concentrated on post-
photography and rephotography, he has contributed to planning and conducting both 
parts of the workshop.   
The aim of the workshop was twofold. First, the workshop aimed to apply the 
developed workshop framework a new group of novice designers to explore design 
opportunities associated with a particular problem area. Second, this workshop aimed 
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to explore and adopt rephotographic approach as a visual method to contribute to the 
workshop structure as an optional step to contribute to design ideation. The 
workshop was carried out in two parts to provide the designers enough time to carry 
out the task of rephotograhing a selected user-generated photo.  
The area of concentration for this workshop was defined as “eating lunch at a 
cafeteria”. The designers were asked to explore design opportunities related to eating 
at a cafeteria through interpreting and recreating user-generated photos.  
5.7.1 Rephotography as a visual method to serve design ideation 
In an interview with Karin Breuer, Mark Klett, the photographer who is credited to 
coin the term rephotography explains rephotography as the activity of recreating 
historical photographs, at the same location from the exact vantage point, trying to 
approximate the conditions under which the image was produced as close as possible 
(Klett et al, 2006).  In rephotographic process the person recreating a photograph is 
required to analyse the visual characteristics of the original image to create an 
accurate remake of the original image. The process of remaking the image and the 
comparison of the original image with the remake creates a rich ground for 
interpretation. The process and visual differences, or indifferences revealed by the 
images creates a dialogue about a place over a course of a time (Klett, 2013).  This 
potential of rephotography as a visual method can be used to support design ideation, 
not so much as a mediator of a dialogue about a place over time but as a mediator of 
a dialogue or solely interpretation about a person’s point of view.   
In this workshop, it is decided to adopt rephotography as a visual method to actively 
involve designers in the remaking of user-generated photos in order to allow the 
designers to analyse and repeat the steps of the content-generating people to 
experience their actions and to empathise with them through seeing the world 
through their lens. Thus, while adopting rephotography as a method to help to revisit 
people’s experiences, it was more to stress the effort the designer goes through while 
trying to remake the photograph rather than implying the effort to achieve accuracy 
of the remade image. The effort towards producing a similar image, the attention to 
details, and personal visual decisions, the effort to understand the framing and what 
is beyond the frame, the effort and act of becoming the content-generating user even 
for a short time evokes empathy of the experiences of the content-generating user.  
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Rephotography is not only about the image and how this technique of juxtaposed 
representation conveys meanings to its viewers. Rephotography is also about the 
process of the photographer. The photographer tries to become the previous 
photographer while being aware that she is not. So this awareness of self and yet the 
effort to see the world from the other’s lens can be considered a creative empathic 
relation. This relation can be transferred to design ideation process presenting a 
technique to the designer to try to see the world from another person’s lens and try to 
articulate and elaborate on why that other person visually expressed her perspective 
via particular visual decisions.  
5.7.2 Workshop participants 
The workshop was organised not as a part of a design studio and as a part of a design 
course but as an extracurricular activity with the initiation of the author. Because of 
the busy schedule of senior industrial design students at their final semester, only 5 
students volunteered for the workshop. In the last minute, one of the students did not 
show up for the workshop so the workshop started with 4 participants. After the first 
session of the workshop, one designer did not participate in the second part 
presentation without prior explanation. So, only 3 designers completed both steps of 
the workshop. In workshop evaluation only 3 of the designers’ work will be 
discussed in order to be able to compare first and second steps. Senior level industrial 
design students were especially selected as they represent the most experienced 
group of the student designers studying at Izmir University of Economics. The 
university does not have a graduate programme concentrated on industrial design.  
5.7.3 Workshop structure 
After the aim and strategy of the workshop was decided and the participants were 
selected, the two-part workshop started on March 11, 2013 at Izmir University of 
Economics, Faculty of Fine Arts and Design. A design studio equipped with IT 
facilities, wireless Internet access and a projector was selected as the workshop 
venue. The participants were asked to bring their laptops. As stated above, the 
workshop consisted of two parts. The first part was conducted as a moderated design 
ideation session at the university campus whereas the second part was completed by 
the designers where they chose to work in their own time within a week’ period.  
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The first part of the workshop was another application of the design ideation 
workshops conducted before. The detailed workshop process will be presented later 
in this chapter. The main flow of the workshop was in three steps: 
1. Introduction: It is the sensitization step where designers were informed about the 
use of visual sources for design ideation with further focus on user-generated 
photographs and their potential for design ideation. The design brief and the 
workshop flow were also presented in this part.  
2. Image browsing and idea generation: It is the step where designers were asked to 
generate keywords, retrieve user-generated photos and interpret them according to 
the sites presented them. 
3. Workshop Presentation: The participant designers presented their ideas with 
accompanying photos they have retrieved and used. The participants were also asked 
questions about their presentation and process in order to get more information about 
their workshop experience.  
The second part, however, is developed to involve rephotography activity to the 
workshop structure as an aid to design ideation process. Rephotography session 
started after the presentations at the end of the first part. The two parts were 
separated not only for practical reasons but also to see the impact of carrying out a 
rephotography task on the designers’ idea generation process. For this reason, 
rephotography activity was planned as a separate step that can be embedded to the 
end of the workshop. It was planned to add the extra step without the requirement to 
change the already established workshop structure. The overall workshop structure 
thus reorganised as in two parts.  
The first part, as summarised above, enabled designers to utilize user-generated 
photos for design ideation by interpreting them according to the pre-defined sites. At 
the end of the first part, the designers presented their interpretations on how they 
have interpreted the photos they retrieved and which ideas originated and hatched out 
from these interpretations.  In the second part, the designers were asked to recreate 
two of the photographs they have used in the first part. They were also asked to 
reconsider their initial ideas during this process. Different than the session-based first 
part, the second part took a period of time. The designers were given a week to work 
on the photos they have selected, to prepare the and shoot the photos and to elaborate 
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on their process. At the end of the second part, the designers presented their process 
and photos during a recorded interview.    
This structure enables to separate two design ideation processes and enabled the 
author to observe these two ideation processes in order to elaborate on the impact of 
the rephotography activity on idea generation. The participant designers were aslo 
asked to reflect on their workshop processes and the rephotography session at the 
interviews.  
Rephotography does not only consist of recreating an existing image, but it is also 
the process of going through and exploring visual decisions and exploring the 
content and meaning of the recreated image by comparing and contrasting it with the 
new photograph. Thus, rephotography is not only an act of producing an image but 
also a method helping the photographer and the viewer to explore the meaning of a 
photograph by interpreting its content and production.  
5.7.4 Workshop process, first step 
The workshop process will be explained here in two parts. The first part will be 
about the half-day design ideation session and the second will be about the 
rephotography step.  
5.7.4.1 The half-day design ideation workshop 
The first part of workshop 7, the half-day design workshop, started with the author’s 
presentation to the participant designers. The presentation aimed to introduce the 
topic and the workshop plan as well as sensitizing the designers, informing them 
about the use of images in design ideation methods and increasing their awareness on 
the potential of user-generted photos in design ideation. The aim of the workshop 
was presented as ‘to analyse the possibility of making use of user-generated images 
and rephotography to explore design opportunities associated with a particular 
problem area’.  At the end of the introductory presentation, the designers were told 
that the next 3 hours they will be searching user-generated photos for exploring 
design opportunities and will produce rough problem definitions, proposals for 
further research and possible paths to follow.  
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5.7.4.2 Introduction of the topic 
The topic was presented after the introduction as “Eating Lunch at Cafeteria”. After 
the introduction of the topic designers were asked to concentrate on 2 tasks and were 
informed about these tasks as folows: 
1. Get familiar with eating lunch at a cafeteria and observe what is going on while 
eating lunch at a cafeteria 
Make keyword searches to expand the possibilities.  
Try keyword pairs (for example lunch and seating) 
2. What can you derive from what you see? 
Define a problem area based on what you see 
         Eating and Drinking / Garbage / Selecting food /Buying/ Seating /Queuing 
…etc 
Define the possible problems or potential path to go  
What can be done about the problems? 
Which further questions should be asked? 
5.7.4.3 Introduction of the expected outcome 
After the task definition, the designers were told that they have to prepare a 
workshop presentation that consist of  at least 2  problem areas/possible design 
solutions for eating lunch at a cafeteria. The designers were asked to include the 
following to their presentaitons:  
 Make a problem definition 
 Where does the idea come from ? 
 On which visuals do you  build your idea on? 
 Where can the idea go towards? 
Later the designers were informed that they are expected to present: 
 5 selected images 
 At least 2 design ideas / defined problems / design opportunuties based on the 
analysis of the images 
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5.7.4.4 Introduction of the sites 
After the introduction of the brief the sites were introduced as a guide to generate 
keywords to retrieve photos and to interpret the found photos. The sites were decided 
in the preparation phase of the workshop and presented as follows: 
Site of the User:  Generate keywords that may lead you to images to analyse your 
possible user group, their behaviours and their relation with food 
Site of the Environment: Think about keywords that may lead you to images to 
analyse the features of the environment of eating lunch 
Site of the Service: Think about lunch as  a service and think about the components 
of this service an generate keywords theat may lead you to images to  
It was also reminded that the sites that are recomended can be redefined according to 
the the product/service/interaction designed and  they are to help to carry out a 
systematic inquiry to collect and evaluate visuals.  
5.7.4.5 Introduction of the schedule 
After the introduction of the sites the programme and the intervals for certain 
activities of the workshop were given to the participant. The schedule presented to 
the designers was as follows: 
14:00 – 14:15   Determining Sites and Discussion 
14:15 – 14:30   Keyword Generation 
14:30 – 15:00   Image Retrieval 
15:00– 15:30   Evaluation and Refinement + Image Retrieval II 
15:30 – 16:00   Preparation of the Workshop Outcome  
16:00 – 16:30   Presentation and Discussion 
5.7.4.6 Introduction of the workshop outcome presentation 
Once the workshop plan was set nd presented the task to prepare a workshop 
outcome was introduced to the participant designers. It was announced that they were 
expected to make a 3-4 minutes presentation to ellaborate on their process. The 
designers were asked to prepare a presentation that includes: 
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1. A list of Sites and Keywords  
2.  5 Selected Images that they have retrieved and used for idea generation (with their 
sources) 
3 .A concise explanation on how they have made a use of those images for design 
ideation 
4. A list of Conceptual proposal(s) based on their assesment of user associations (at 
least 2) 
5.7.4.7 Sites and keyword generation 
After the introductory presentation, the workshop process continued with discussing 
the sites. In a short moderated session several keywords were generated by the 
designers together as a group. The sites and the initial keywords generated were 
written on the board and kept there as a reminder during the workshop (Figure 5.26).   
 
Figure 5.26 : Keyword generation according to sites. 
The designers worked individually after the discussing sites and generating initial 
keywords. They have produced their own keywords (Fig 5.27) and started retrieving 
photos based on the keywords they have generated (Fig 5.28).  
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Figure 5.27 : Designers’ keywords. 
 
Figure 5.28 : Designers working on photo retrieval individually. 
5.7.4.8 Workshop outcome presentations, first step 
Following keyword generation and photo retrieval, he designers compiled their 5 
selected images and prepared their presentations. Each designer presented his or her 
ideas and how he or she arrived at those ideas (Figure 5.29).   
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Figure 5.29 : Workshop participant, Ozan, is presenting his ideas. 
Gamze’s presentation 
The first presenting participant designer was Gamze. She identified several different 
problems and presented different design opportunities with the photos she retrieved 
and used.    
The first issue she elaborated on was the problems people face when they are eating 
outside. She presented two images regarding the subject. In the first one (Figure 
5.30) she has pointed out that it must be hard for people, like the girls in the picture, 
to eat out, when they do not have a place to put their belongings. She presented her 
second photo (Figure 5.31) to support her idea and exemplifying how the people in 
that photo, another two girls are eating very freely, in contrast to the girls in the first 
photo.  
 
Figure 5.30 : First photo presented by Gamze. 
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Figure 5.31 : Second photo presented by Gamze. 
After this idea she has presented her second idea regarding to make a use of the 
leftover food. She has come up with the idea to develop a system or service to keep 
or save the leftover food to be later distributed to stray animals. She has presented 
the idea with photo of a tray with rubbish and leftovers on it (Figure 5.32) and also 
with a photo of a rubbish bin with food thrown into it (Figure 5.33). 
 
Figure 5.32 : Third photo presented by Gamze. 
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Figure 5.33 : Fourth photo presented by Gamze. 
She has presented two more ideas and areas for further research. From a photo of a 
child eating a sandwich and a photo of father and son eating out, she presented the 
problem of eating out with children. Lastly, with photos of a cafeteria where people 
serve their own food, she elaborated on the possibility of working on a service 
solution that will remove the service people.   
Gamze declared that the strongest two ideas are doing something for the women and 
doing something about the food waste and leftovers. She stated that her first 
observation could lead to “designing a place for storing the belongings,” whereas her 
second idea coming from the photos could lead to “designing a service place for 
collecting food or a garbage pocket for storing meat for the stray animals.” She also 
stated that she first looked for photos with keywords and key phrases like “food 
keeping”, “food garbage” or “eating in the mall” and by interpreting the photos she 
came up with the ideas.  In her workshop process, the photos gave her the 
opportunity to detect some problems and empathise with the problems the people 
might be having so she came up with two solid ideas and even accompanying further 
ideas for further research.  
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Selçuk’s presentation 
Selçuk started his presentation elaborating on the social aspects of eating together 
around a table. He presented black and white photos depicting traditional Turkish 
floor tables and people eating around them (Figure 5.34). He stated that he thought 
people wouldn’t prefer tables to floor tables and the floor tables made people more 
social. His point of departure for a design idea was the socialty and happiness, he 
belives, flor tables bring to people and he proposed and idea for adapting floor tables 
to especially luxirious restaurants. His second idea was similar to Gamze’s second 
idea. He showed a user-generated photo (Figure 5.35) and elaborated on that photo 
telling that a system can be developed to pack and distribute leftovers to the poor 
regions and it can be a universal social responsibility project. 
Selçuk’s first idea was dependend old images of floor tables. He reported that he 
accessed the image he presented with “Turkish floor table” phrase search but 
obviously the photo he presented was not a user-generated photo. Despite that, he 
elaborated on the design ideas but rather than interpretting the image, he apparently 
used the photo to support and develop an emerged idea.  
 
Figure 5.34 : First photo presented by Selçuk. 
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Figure 5.35 : Second photo presented by Selçuk. 
Ozan’s presentation  
Ozan’s presentation started with the first design problem he detected by going 
thorugh the photographs (Figure 5.36). He stated that the steel containers to keep the 
food warm also obstruct the visibility of food during service. He also stated “People 
prefer to see what they eat beforehand” and the presented a second photo about his 
observation (Figure 5.37). He proposed a design concept for a transparent container, 
which allows people to see the food while it keeps the food fresh and warm.  
The second design opportunity he detected arose from browsing the photos was a 
product “alternative to a tray” that allows stacking several plates at the same time. He 
explained the idea from a photo (Figure 5.38) explaining that people might change 
their minds while taking food, so a product might be good to serve these people. 
When he was asked how he could take this idea further, he stated that a service 
design solution could be developed about the placement of the trays.  
The last set of photos he presented were photos of tray containing messages on them. 
The first photo (Figure 5.39) was a photo of a tray with a message written on it 
probably with mayonnaise. The second photo (Figure 5.40) was one of a tray with a 
message carved on it.  These photos prompted the idea of using the cafeteria trays as 
a medium to exchange messages. He proposed the idea that people could be able to 
personalise the trays like the Facebook wall. He added that, as a next step, he would 
work on whether the message on the tray should be temporary or permanent. 
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Figure 5.36 : Screenshot of the first photo Ozan used in his idea generation. 
 
Figure 5.37 : Screenshot of the second photo Ozan used in his idea generation. 
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Figure 5.38 : Screenshot of the third photo Ozan used in his idea generation. 
 
Figure 5.39 : Screenshot of the fourth photo Ozan used in his idea generation. 
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Figure 5.40 : Screenshot of the fifth photo Ozan used in his idea generation. 
5.7.5 Workshop process, second step 
Following the designers’ presentations on their ideas they have developed by 
browsing photos, the second step of the workshop started. The second step of the 
workshop started right after the half-a-day design ideation session at the designated 
studio but the workshop continued throughout the week. The presentation of the 
second step outcomes and the designer interviews held at the end of the second step.  
5.7.5.1 Introduction of rephotograhy 
After finishing the first step with designers’ presentations, Gary McLeod from the 
Department of Visual Communication Design at Izmir University of Economics 
made a presentation about rephotography. The history and practice of rephotography 
were introduced with several visual examples. Following the introduction the 
designers were asked to analyse the 5 photographs they have chosen and 
rephotograph two of them to develop further ideas about their design task. The 
introduction part was concluded with a discussion on each designer’s photos and 
what should be taken into consideration for rephotographing these images.  
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5.7.5.2 Workshop outcome presentations, second step 
The workshop outcome presentations carried out in separate individual meetings 
with the designers. Each designer was given a time slot according to his or her 
availability. Each designer presented their further ideas and an evaluation of his or 
her own idea generation process with the photos she have rephotographed. A semi-
structured interview was held with each designer after the presentations aiming to 
discuss the workshop and idea generation process as a whole. The interviews paid 
special attention to explore the contribution of rephotograpgy to the ideation process. 
The interviews will be covered in the next chapter, the evaluation of the workshops.  
Gamze’s presentation after rephotography  
Gamze stated that she selected two related photos she presented previously (Figure 
5.32, Figure 5.33). In her previous presentation she presented these photos and 
presented a design direction towards developing a system to collect leftover food for 
stray animals. She reported that has rephotographed the photos and thought about the 
content of the photos. She particularly elaborated on one rephotography (Figure 5.41) 
to talk about her rephotography process.  
 
Figure 5.41 : Original photograph Gamze selected (left) and its rephotograph (right). 
Gamze tried to recreate the original photograph as close to original as possible but 
also stated that it was hard to make the same image. The colour of the tray, 
difference of the packaging material, although the paper bowls and the food are from 
the same fast food chain, and the environment with tables and chair made it hard for 
her to replicate the image, she reported. However, she has replaced the sachets of 
tomato sauce with mayonnaise, took a tray from the fast food shop and managed to 
compensate the lacking elements with the replacements.  
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Gamze reported that, trying to rephotograph of the original photo helped her to put 
herself in the place of the user.  It is apparent that while trying to set the photo up, 
she tried to act like the user, sat where she sat and looked at the tray as she did. This 
shift in perspective active mimicry of the user made her ask questions like why there 
is a bun wrapped in a napkin, why they are three sachets of sauce, why people use 
forks when they eat fast food etc.  By arranging the elements in the photo in order to 
rephotograph the original photo, she became the user for a moment and looked at the 
things through her eyes.  
Selçuk’s presentation after rephotography  
Selçuk presented 2 rehotographs during his presentation. His first rephotograph was 
the rephotograph of the image of a girl eating pastry in a cafeteria setting (Figure 
5.42). His second rephotograph was the rephotograph of the image of a woman 
sitting around a round floor table (Figure 5.43).  
 
 
Figure 5.42 : Original photograph Selçuk selected (left) and its rephotograph (right). 
Selçuk stated in his presentation that, he explained what he is doing and asked help 
from the waiters at the cafeteria where he shot the photo. By this way he managed to 
get tomatoes and cucumbers that made his photo look like the original a bit more. It 
is also observable that he paid meticulous attention to some of the details in the 
original photo like the necklace and the fingernail polish. He proposed that a special 
design for a plate could be developed to be able to take the leftover food and pack it 
so that it can be delivered to the people in need. It is arguable and was observed that 
his idea did not change much after the rephotography session, although he has paid 
attention to the content of the original photo and showed considerable effort for 
curating the scene to rephotograph it.  
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Figure 5.43 : Original photo selected (left) and its rephotograph by Selçuk (right). 
His second rephotography is more interpretative than the previous. Although he was 
keen to create a similar photo, he created a colour photo stating that the modern 
interior with TV makes it obvious that the second one looks more recent. Similar to 
the first one, this rephotography exercise also did not trigger very different ideas than 
his first ones after the half-day workshop. However, he added that after observing the 
“more relaxed” people around round tables he stated that he was questioning whether 
the ergonomic or the emotional value of a round table should be prioritized.  
Ozan’s presentation after rephotography 
Rather than selecting two photographs and rephotographing them, Ozan combined 
two of his pre-selected photos and prepared one photograph. Besides the photo of a 
tray with a message written with mayonnaise on it, Ozan also selected the photo of a 
tray with a carved message on it and combined the ideas in one photo (Figure 5.44). 
 
Figure 5.44 : One of the original photographs Ozan selected (left) and its 
rephotograph (right). 
Despite notable differences in two photographs like the colour of the tray and the use 
of a spoon rather than a fork, the simple composition in the original photo is repeated 
in the rephotograph. In Ozan’s case, the process of taking the photo made more 
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impact on his ideation rather than the content of the photos. Ozan noted that, while 
attempting projecting the user’s behaviour of writing a message on a tray to 
rephotograph it, he experienced anxiety as a result of his perception of the act as 
vandalism. These feelings experienced during curating the rephotograph led him to 
the idea that a removable oil-based crayon can be used to write and leave the 
message on the trays. His process of rephotography helped him to walk in the shoes 
of the user. Yet, as he did not morally approve what he experienced as that particular 
user, he converted un-anticipated and morally debatable user behaviours into a 
creative solution. 
5.8 Conclusion  
The workshops evaluations provided valuable input for assessing the assumptions of 
this thesis. The observations of the author during the workshop process, the designer 
presentations, the written feedback from designers and the input provided by semi-
structured open ended interviews helped both to develop the idea generation tool step 
by step and to provide a framework to evaluate the whole process with an overall 
perspective. The observations, interpretation of the outcomes and the input from the 
interviews, the evaluation and interpretation of individual workshops helped to 
develop the idea generation workshop further. The development of the workshop and 
the changes in the general structure of the workshop as a prototype was based on the 
continuous literature review and the interpretation of the outputs of each workshop. 
The outputs provided the necessary material to assess the information extracted from 
the literature review and to construct the conclusions of this thesis.  
Although each workshop is covered in the previous chapter and an account of each 
workshop’s evaluation is presented above, an overall evaluation of the workshops 
will be covered here to present a holistic interpretation of the workshop results before 
concluding the chapter. Designers stated their relation with images in general and 
their particular design ideation process with user-generated photos at the workshops 
they have participated separately. Each interview contributed to the development of 
the design ideation workshop and the thesis. However 3 recurring comments were 
observed. These 3 clustering comments supported by the observations helped to 
designate the direction to derive conclusions from this thesis.  
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Most of the interviewed designers stated that they use Internet image search in 
different forms to get information about the object or product to be designed and to 
see the similar products in the market. However they have also stated that the 
workshop helped them to shift their focus from objects to users. Another common 
comment on the workshop was that the structured framework of the workshop helped 
them to focus on their ideation process better and the workshop enhanced their 
ideation process. A simple visualisation of these clustering comments is presented in 
Table 5.2 below.   
Table 5.2 : Clustering replies. 
Clustering 
Replies to 
Interview 
Questions 
Interview for  
Wrk 3 & 4 
Interview for  
Wrk 5 
Interview 
for  
Wrk6 
Interview 
 for  
Wrk 7 
1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 
Cluster 1                   
Cluster 2                   
Cluster 3                   
Cluster 1: Image search at the beginning of the design process, product and object oriented 
Cluster 2: The workshop helped to shift the focus towards potential users 
Cluster 3: A structured framework helped focusing better for design ideation 
 
Each numbered column represents a specific designer 
The observations throughout the workshops showed that the novice designers 
required moderation explaining the use of platforms and tactics to access user-
generated photographs.  It was observable in the first two pilot workshops that a 
more structured workshop plan is required to increase designers’ engagement with 
the design ideation process. A structured approach, defined categories for keyword 
generation and image sorting as well as the structure for workshop presentation and 
written outcome when asked, helped designers in carrying out the required tasks 
easier and to employ a more solution oriented approach.  Based on the observations 
and the literature on analysis of visual images suggested more detailed workshop 
structure and pre-defined workshop output formats as the presentation and the 
written outcome. The workshop thus evolved from a looser structure to a more 
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defined structure with detailed categories of keyword generation and image 
classification namely the sites.  
The in terviews held from the third workshop on confirmed the observations. 
Designers stated that the structure of the workshop helped them to focus on their 
ideas better and to generate outputs based on the tasks they performed.The interviews 
also confirmed another observation. One of the points of departure for this thesis was 
the assumption that user-generated photos constitute a potential as a visual source of 
inspiration for design ideation. The interviews presented the testimonies of the 
participant designers that browsing through user-generated photos and utilizing them 
for generating ideas towards certain goals supported designers’ idea generation and 
design development processes. The interviews showed, user-generated photos 
provided inspirational input to designers about their potential users and their points 
of views as well as helping them to produce ideas for further steps of the design 
process. The written reports and the interviews disclosed that in some of the cases the 
ideas generated during the workshop continued throughout the design process, 
supporting further steps and even could be traced in the final design decisions 
coming from earlier steps.  The overall evaluation of the workshops are summarised 
at Table 5.3 and Table 5.4 below: 
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Table 5.3 : Overall evaluation of workshops I. 
WORKSHOP STRUCTURE 
WORKSHOP 
OUTCOME 
REPORT INTERVIEWS 
Workshop 1 
10 Designers 
Semester Long 
5 Steps 
No Categories 
Not 
 pre-defined 
Yes No 
Workshop 2 
8 Designers 
Single Day 
5 Steps 
Introduction of 
Categories 
Not 
 pre-defined 
No No 
Workshop 3 
5 Designers 
Single Day 
5 Steps 
Categories 
Pre-defined No All Designers 
Workshop 4 
11 (5+6) Des. 
Semester Long 
5 Steps 
Categories as 
Sites 
 
Pre-defined Yes All Designers 
Workshop 5 
23 Designers 
Semester Long 
5 Steps 
Categories as 
Sites 
 
Pre-defined Yes 
Selected 
Designers 
Workshop 6 
8 Designers 
Single Day 
5 Steps 
Categories as 
Sites 
 
Pre-defined No 
Selected 
Designers 
Workshop 7 
4 Designers 
Single Day 
5 Steps 
Categories as 
Sites 
Rephotography 
Session 
Pre-defined No All Designers 
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Table 5.4 : Overall evaluations of workshops II. 
WORKSHOP TASK INPUT 
Workshop 1 
10 Designers 
Semester Long 
Design a Tangible User Interface 
(TUI) for an interactive product for 
the elderly 
 
Introducing steps 
Non categorised search and 
interpretation 
 
Workshop 2 
8 Designers 
Single Day 
Design a plastic bottle container for a 
liquid cleaner 
Pre-given keywords were used 
Product features were analysed 
Material, colour, texture were 
analysed 
User habits and associations were 
analysed 
Workshop 3 
5 Designers 
Single Day 
Find design opportunities for 
Oktoberfest 
Predefined working areas was 
successfully employed 
Problem Identification was 
successfully employed 
A single Task was successfully 
employed 
Workshop 4 
11 (5+6) Des. 
Semester Long 
Design a Tangible User Interface 
(TUI) for a music player for children  
aged 5 – 8 
 
Quasi experiment method used as a 
scientific method 
Experiment Group and Control Group 
employed 
Further and Qualitative Analysis of 
the workshop done 
Complete design process observable 
Workshop 5 
23 Designers 
Semester Long 
Refine your Graduation Project brief 
based on design opportunities you 
extract 
Various Individual Projects (Toaster, 
Lighting, Furniture, Wheel Chair, 
Music Player) 
Complete design process observable 
 
Workshop 6 
8 Designers 
Single Day 
Find design opportunities to improve 
the care environments, practices and 
image of psychiatric care in Helsinki 
Service Design Task 
User associations 
Workshop 7 
4 Designers 
Single Day 
Find design opportunities, 
produce rough problem definitions, 
proposals for further research, 
possible paths to follow for eating 
lunch at cafeteria 
Two Steps Design Ideation 
Rephotography 
Experience prototyping with 
remaking user-generated photos 
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6. CONCLUSION  
6.1. Introduction 
This thesis is based on the argument that user-generated photos are a source of 
inspiration for design ideation at the early stages of product design process. The first 
objective of this thesis, thus, is to develop a theoretical framework to disclose the 
potential of user-generated photos and to explore the validity of the argument in 
order to contribute to the knowledge on the value of visuals in product design 
practices. In order to accomplish this objective, a review of the literature was carried 
out on the transformation of the tools and methods in user-centred design within the 
context of the shift in design practices towards designing for experiences. The 
research then was extended to employment of photographs for design ideation 
strategies and to a survey of the characteristics of the photographs used in design 
methods. Further research on the characteristics of user-generated photos laid the 
foundation for an analysis of the potential of user-generated photos as a source for 
design ideation.  
The second objective of this thesis is to develop a design ideation tool prototype to 
engage designers with user-generated photos and to involve and utilize these photos 
for a defined design ideation session. It was aimed to use the developed framework 
for identifying design opportunities and developing an empathic understanding of 
potential users at the very early stages of design process. This tool, the design 
ideation workshop, is based on idea generation tools covered by Hanington (2003) 
and Suri (2003), and developed with reference to Cultural Probes (Gaver et al, 1999) 
and Design Probes (Mattelmäki, 2008). The development of the workshop itself was 
an exploratory process aiming to involve user-generated photos to design ideation 
process for inspiration. Participatory observations of designers, analysis of workshop 
outcomes and designer interviews as well as further literature review based on a 
comparative analysis of visual methodologies by Rose (2007), design ideation and 
evaluation of user information in concept development processes by Keinonen 
(2005) and Jääskö and Keinonen (2005) were carried out to develop the prototype of 
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the design ideation workshop further. The final workshop carried out was developed 
to introduce rephotographic methods (Klett et al, 2006) for experience prototyping 
(Buchenau & Suri, 2000) to recapture user-generated photographs as an attempt to 
build an empathic understanding of user experiences.  
6.2 The Value and Potential of User-Generated Photos for Inspiration 
The research carried out for this thesis has shown that fragmentary and individual 
user information equips designers with more input to support abductive 
interpretation. Transforming users’ own visual narratives into visual design input that 
can be interpreted by the designer contributes to the innovative ability, which is to 
make empathic inferences from visual user information in order to create meaningful 
experiences for the users.  
This thesis revealed that digital technologies and emerging practices of user-
generated media presented novel opportunities for designers. The emerging culture 
of sharing life, the self-initiated visual expression of thoughts, ideas, experiences and 
personal perspectives introduce a new level of visibility to the people, the potential 
users. This thesis has shown that this new visibility can be adapted to user-centred 
design practices to expand the empathic horizon of the designers. This emerging 
expressive behaviour, the voluntarily uploaded visual narratives present user 
information directly prepared by the users without demand. Designers, for the first 
time, have the possibility to access to vast amount of illustrated narratives from the 
people, even without demanding. The breadth of the source for the visual 
expressions, its voluntary, expressive nature and the practical ways to access this 
source make it a novel source to be studied further. 
This thesis has shown tahat user-generated photos are a potential source for 
inspiration for design ideation for two interwoven reasons, with their reference to the 
source of the images and the search strategies employed to access them.  
User-generated photos are images that are voluntarily provided by people to 
represent their ideas, thoughts, experiences and perspectives. They are annotated by 
the content generating users with tags, captions or explanatory accompanying text. 
As Downing (1992) argues, with reference to Smith and Medlin (1981) 
categorisation and classification help people to deal with the world, helping them 
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ordering relations between things and meanings based on their past experiences. 
User-generated media can be considered as a medium enabling people to express 
these conceptualisations visually. User-generated photos present an opportunity to 
access a collective narrative composed of visual fragments from multiple sources. 
Besides being an inspirational source for designers with their visual qualities, they 
present a collection of conceptualisations and present a potential to visually explore 
these fragments through image retrievals.  
When evaluating an image, designers compare it with their mental image of the 
conceptualisations and experiences they remember (Cross, 2006, 2011; Downing, 
1992). The annotations attached to the images by the content-generating users, 
provide information on how these people categorise these images. Thus, user-
generated photos can be considered as the visual manifestations of the semantic 
associations of several real people. Image retrieval, on the other hand, is a re-
conceptualization for the viewer of the image.  Image retrieval enables the viewer, in 
this case designers, to compare, contrast and reconsider her categorisations, semantic 
associations and conceptualisations with the provider of the photo (Greisdorf & 
O’Connor, 2002).   
Retrieval of user-generated photos by designers provides access to a crowdsourced 
collection of semantic associations and conceptualisations. Past experiences, 
associations and reflections of the daily lives of people are transmitted to designers 
with the tags and the visuals, which can be interpreted and sorted again by the 
designer while working with the images.  
The acknowledgement of the link between the user-generated photo and its source, a 
real person, a potential future user, and the possibility to elaborate on the semantic 
difference of people’s perspectives and experiences in relation to the designers’ 
experiences make user-generated photos a novel potential source for design ideation.  
6.3 Utilizing User-Generated Photos for Inspiration in Design Ideation 
The design ideation workshop is developed as a tool to utilize user-generated photos 
for inspiration by designers. The workshops carried out in this thesis were carried out 
at 4 different universities in Turkey and Finland with the participation of the student 
designers. In each workshop, the designers were asked to retrieve and browse user-
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generated photos to interpret them to produce an output according to the task they 
were given. The workshops were positioned at the beginning of the design projects 
allowing observing the early stages of idea generation for non-commercial concept 
projects. The designers were asked to present their interpretation of the images and 
present their interpretative inferences they have derived from the images about the 
possible users and their experiences. They were also asked to present the design 
opportunities they find based on their interpretations. Designers’ inferences, the 
opportunities they explore and the further steps they want to pursue based on their 
observations were presented with workshop presentations and written reports where 
possible. Designer interviews were held retrospectively to allow designers to reflect 
upon their design ideation strategies and workshop experiences. 
The development of the workshop prototype according to the literature review and 
feedback from consecutive workshops is itself one of the outputs of this thesis. The 
workshop structure has evolved from a semi-structured session with defined steps for 
image browsing towards a more structured framework with defined steps for image 
browsing and categories for keyword generation and interpretation. With the last 
workshop, an additional step was introduced asking designers to rephotograph an 
image they have selected after the keyword generation and image browsing.  This 
additional step enables the designers to build a better empathic understanding of the 
people by recreating the steps of the content-generating users in making the image.  
The workshop structure recommends a framework, a way of involving user-
generated photos as a source of inspiration at the early stages of design ideation 
process. The prototype of the tool suggests a way of looking at user-generated photos 
and a way to interpret them with the framework it provides. The workshop developed 
consists of 3 main phases to develop a strategy to browse and interpret user-
generated photographs towards a pre-determined aim: 
In the planning phase, what to explore through user-generated photos, the categories 
for exploration and a desired output should be determined according to the 
desiredflow of design process.  
In the photo-browsing phase, keywords for image browsing should be determined 
and an iterative photo browsing should be carried out with determined single and 
combined and later refined keywords. 
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In the interpretation phase, an output should be prepared based on the decisions 
taken in the planning phase. The output should state clear goals for the next steps of 
the design and ideation process and allow the designer to explorethe user-generated 
photos accordingly. The framework and the goals are set to help the designer to cast 
his or her interpretations and to help the designers to see the differences in his or her 
associations and the potential users’ associations.  
Author’s observations and participant designers’ comments reveal that the workshop 
with the given framework supports novice designers’ idea generation process, 
especially towards building an empathic understanding of the users. However, the 
framework and the workshop structure are constructed within the limitations of the 
thesis study. The workshops were only carried out with the participation of student 
designers with design project briefs appropriated to this audience. Further studies 
should be carried out with more experienced and professional designers in 
commercial settings in order to fully explore the potential of user-generated photos 
for design ideation. Further research also should be carried out focusing on the photo 
retrieval software used in such a framework.   
6.3.1 Workshop outcomes 
The observations of the first workshop immediately showed that inexperienced 
novice designers are having problems in searching and utilizing relevant images for 
their projects efficiently when they are left to adopt their own strategies. Although 
the workshop steps were defined at the first workshop, there was not a frame for 
search strategy defined for the designers in order to observe their process without an 
external effect.  The observations throughout the first pilot workshop and the 
following workshops confirmed Cross’ (2006) and Mougenot et al.’s (2008) 
arguments on the difference between the novice designers and the experienced 
designers. In order to help the novice designers who lack skills to develop their own 
strategies for image search for ideation, a framework began to take shape for 
determining keywords and categorising the found images. The workshop prototype 
evolved from a more flexible one allowing personal strategies towards a more 
defined structure for image interpretation. The design ideation workshop with its 
framework consisting of sites adopted from Rose (2007) aimed to foster a 
“designer’s gaze” for inexperienced designers, a certain way of looking at user-
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generated images and found images under pre-planned categories. The framework of 
categorisation worked in two ways. First it helped designers to generate keywords for 
image search. Second it directed designers to interpret the images they found under 
the determined categories to produce ideas.  
Further conclusions extracted are presented and detailed with each title below: 
6.3.1.1 The workshops support design ideation by helping determining design 
opportunities 
In the interviews designers stated that the photos they browsed informed and 
reminded them about the visible possibilities the physical environment provide, 
unanticipated behaviours and interactions of people with designed environment and 
objects as well as presenting the visible problems. Building upon this initial 
inspiration, the designers have developed direct design ideas as in third workshop, 
and further design directions and keywords to focus onto as in fourth, fifth, sixth and 
seventh workshops. The workshop presentations have revealed that, with a suitable 
design brief, user-generated photos can be used to determine design opportunities, in 
concept design projects. 
6.3.1.2 User-generated photos help to build an understanding of user’s point of 
view based on designer’s experiences 
Another outcome of this thesis is the piece of knowledge approving the assumption 
that user-generated photos can be used to build an empathic understanding of the 
prospective users. Novice designers have told in several interviews that they have 
observed and noticed user behaviours and extracted meanings out of photos they 
have browsed to build an understanding of the users. The designers also revealed that 
their interpretations, the constructed user understanding also led to design ideas by 
interpreting the opportunities they have detected.   
The input from author’s observations, the written and verbal workshop presentations 
and the designer interviews together elicit an understanding of how novice designers 
utilize user-generated images. As covered above, the retrieval of user-generated 
photos can be called re-conceptualisation (Greisdorf & O’Connor, 2002). Photo 
retrieval reveals the difference between the semantic associations of the person who 
is retrieving the image (she has an idea on what to see a, after searching images with 
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a certain keyword) and the content providing user (she provides a certain image for a 
certain tag based on her own perspective). Acknowledging the level of difference in 
conceptualisations of the content generator and the expectation of the designer, 
supports creative design ideation.   
It was confirmed after the workshops that the browsed photos in the workshops 
trigger design ideas based on designers’ past experiences. The designers’ past 
experiences, ideas and thought on a certain issue are challenged by the content of the 
browsed photos. The similarity or the difference between the designers’ experiences 
and expectations and the photograph supports creative design ideation.   
During the workshops it was observed that the user-generated photos present an 
opportunity to novice designers to “see” people’s conceptualisations and enable them 
to compare their conceptualisations with the people’s images in three levels: 
1. What the designer expects to find and cannot find in user-generated photos is one 
level of inspirational information. It shows the difference of the designer’s and the 
user’s conceptualisations. 
2. What the designer expects to find and finds it in the visual, the confirmation of the 
conceptualisation, is another level of information. The confirmation reinforces 
designer’s views, as observed in the workshop presentations, and also helps the 
designer to communicate ideas better and with more self-esteem, even presenting 
their final design ideas with the help of photos they retrieved during the workshop. 
The designers have preconceptions before they complete the workshop process. 
Designers from different workshops stated that one reason they have browsed images 
and utilized them was to approve what they think and to find visuals supporting their 
thoughts. In this level it is observed that the photos are not providing original 
thoughts and ideas but rather used to establish designer’ point of view and 
preconceptions based on their experience. Browsed photos in this case are used for 
confirmation rather than inspiration.  
3. What the designer does not expect to see, but finds in the image is another level of 
information that can be derived from comparing the designer’s mental image of a 
concept and the user’s image. The unexpected content provides unanticipated bits of 
information and inspiration to designer’s disposal. This level is the most important 
from this thesis point of view. The designers based on their own experiences 
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interpret the user-generated photos and new ideas emerge by combining, contrasting, 
or condensing these interpretations. Designers stated that they generated ideas about 
design opportunities, they came up with concepts or user behaviours they haven’t 
thought of, or they have not realized. Designers argue that the unanticipated images 
they tackle, triggered thoughts, further ideas. In this level, the ideation comes from 
looking at the images but the designers’ background and experiences create the 
nuances that drive creative ideation.    
6.3.1.3 The workshop changes the orientation of image search of the novice 
designers 
Throughout the interviews after different workshops, a great majority of the novice 
designers stated that image search constitutes a part of their early research strategy 
and they browse images mainly from the Internet to get ideas. Afternthe interviews it 
emerged that the workshop has changed the participating novice designers’ image 
search strategies. After the third, fourth and fifth workshops the designers stated that 
they mainly search the images of similar products and the competitors’ products. The 
designers stated that they concentrate on products and the images of the products in 
their own design ideation processes. However, the workshop made them concentrate 
more on users and users' contexts. 
A quasi experiment was carried out during the 5th workshop. The novice designers 
were separated into two groups. Both groups were asked to generate keywords and 
concepts for further research for designing a tangible user interface for a music 
player for the children between the ages 5 and 8. The first group was subjected to 
design ideation workshop and the group members were asked to use user-generated 
photos for ideation. The designers in the second group were given the same brief but 
were let to carry out their own idea generation processes. Although the number of the 
keywords and the concepts were similar in both groups, the nature of the concepts 
and keywords were noticeably different. The first group subjected to the workshop 
produced concepts and keywords inspired by and related to users, whereas the 
concepts and the keywords produced by the other group were more product and 
function oriented. It was observed that the designers who used user-generated photos, 
the ones who generated ideas with the help of evocative interpretation of user-
generated photos, came up with concepts and keywords very much related with user 
  
205 
qualities. The concepts and ideas were built around user behaviours. It was observed 
that their main concern was tackling with the issues about the prospective users. The 
other group of novice designers, on the other hand, directly started producing 
concepts about the product and its functionality. The interviews carried out after the 
workshop also confirmed this observation. The designers in the first group stated that 
they have seen that the keywords and the concepts they have produced focused on 
users rather than the product and function as the second group. Their focus was 
noticeably user-centred and user-inspired. One of the results that can be extracted 
from workshops is that the workshop structure encourages novice designers to take 
users point of view into consideration and focus on the user-related concepts at the 
design ideation process. The workshop encouraged the participants to look at images 
from a point of view that acknowledges that the sources of the images are real people 
and images should be interpreted with this in mind.  
6.3.1.4 Goal oriented image browsing enhances designers’ focus and supports 
creative ideation  
Schön (1983) and Cross (2006, 2011) state, a solution-oriented approach in tackling 
with design problems is useful for designers and is an important strength of 
designerly thinking. The interviews revealed that the workshop structure with 
definite tasks and definite categories provided a focus to the participant designers to 
generate user-inspired ideas and supported their design ideation process. The 
workshop structure developed throughout the thesis study, the goal oriented image 
browsing and interpretation of found photos according to categories in order to 
produce a predefined outcome was confirmed as a working way of utilizing user-
generated photos for design ideation.  
6.3.1.5 Recreating user-generated photos enhances the empathic horizon of 
novice designers  
The workshop supports the creative idea generation of novice designers by involving 
user-generated photos as a source of inspiration by visually stimulating designers. 
The image is interpreted as the representation of the user’s point of view. Klett 
(2013) defines rephotography as an activity of responding to images. Remaking a 
photograph, responding to that image, engages designers with the image in a 
different level. Beyond interpreting the found image, remaking the selected browsed 
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photographs brought designers a further empathic awareness of users’ experiences 
through practice of mimicking user’s visual decisions. The rephotography step 
allows designers to be a part of the users’ life through their narratives, stepping into 
the users’ life and their perspective for a moment and see the world from their point 
of view.  
The final workshop revealed that rephotographic methods contribute to design 
ideation. All three novice designers who produced photos based on the photos they 
browsed confirmed that the practice of recreating a photo enhanced their design 
ideas. In one case, the novice designer admitted that after developing ideas at the end 
of the first part of the workshop, the feeling of anxiety he experienced while trying to 
recreate an act of vandalism for retaking the photo has altered his design decision.  
Adopting rephotographic methods in this workshop structure and recreating user-
generated photos within the workshop framework is an alternative and novel way 
building an empathy with the possible future users and get inspired by them. 
Rephotography literally makes the designer live and see through the user’s point of 
view momentarily, affording repeating the user’s steps in producing the images to 
recapture the user’s experiences.  However, it is not possible to apply rephotography 
step for every design project. Retaking a photograph requires more time, more 
determination and more commitment. Rephotography step is thus an optional step for 
the workshop for now, and recommended to be applied only when the design brief, 
time constraints and the content of the retrieved photographs allow. As the 
rephotography step applied in only the last workshop, making designers to retake 
user-generated photos as a step of the design ideation workshop will be studied 
further. 
6.4 The Problems and Further Work  
The problems encountered through this research and how those affected the research 
were covered in relevant chapters, mainly in methodology chapter, the following 
chapter on the design ideation workshops and the one after that, the workshop 
evaluation chapter. The problems occurred and the limitation arose have altered the 
workshop processes and the final workshop structure. Besides these a reoccurring 
subject should be covered here. The workshop sessions showed that some novice 
designers browsed and used photos that cannot be classified as user-generated photos 
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in their idea generation processes. Through the image retrieval processes they 
browsed and retrieved a mixture of photos, of which some were stock photographs or 
commercial photographs produced by photographers. This was partly due to 
designers’ inexperience in determining the difference between a user-generated 
photo and a commercial photo but more than that due to the blurry boundary between 
these two types of photos when they are browsed and accessed via photo sharing 
websites. At the workshops the designers were advised and asked to use existing 
photo sharing and image search platforms like Flickr. It was observed during the 
workshops, contrary to the author’s suggestions, some designers used image search 
services like Google Images (Majority of the novice designers commented that they 
do perform image searches as a design ideation strategy and they admit they usually 
use Google Images service). Image sharing platforms like Flickr display photos 
referring to a user that provides them, whereas Google and other similar image 
search services only display images after the keyword search. So, image search 
services may well reply image searches with commercial photographs. Flickr and 
similar user-generated image sharing platforms are also used by photographers to 
exhibit their commercial photos. Without due attention, image retrieval through both 
of these platforms may provide photos that cannot be classified as user-generated 
photographs.  
During the workshops the designers were not provided a special tool or software that 
only brings them user-generated photos. Further research and effort should definitely 
be carried out in order to embed a more efficient image retrieval tool or strategy to 
the workshop structure. The interviews with the novice designers also revealed that 
the novice designers might benefit a longer introduction and sensitizing step to learn 
more on user-generated photos and tools to access them easier.  
Despite using non-user-generated photos, some of the novice designers successfully 
completed the workshop and generated ideas they even have used in later stages of 
their design processes. The observations throughout the workshop sessions has 
shown that, although some of the novice designers have embraced the idea and the 
inquiry to use user-generated photos, they have also included commercial images 
they have retrieved during the workshop in their idea generation processes. It was 
understood that although user-generated photos present unique opportunities to 
designers, it is not easy for a less experienced novice designer to distinguish a user-
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generated photo from a commercial photo with the retrieval tools and platforms 
available.    
This unanticipated result pointed out to the fact that the search and interpretation 
framework presented by the workshop structure might help designers to generate 
ideas even with non-user-generated photos. The search and interpretation framework 
consisting of sites directed designers to search, browse and interpret the photos with 
a pre-defined conceptual framework thus helped them to derive meanings out of the 
images. This framework helped students in interpreting the images to provide 
inferences for their idea generation process. The interpretation is based on the 
designer’s past experiences and the output-oriented structure of the workshop that 
charges the designer to generate inferences from what she sees.  This does not 
contradict with the thesis assumptions and objectives. Moreover, it shows that the 
workshop structure can be applied extensively and inclusively for interpreting (and 
rephotographing where possible) other sorts of photographs as a source of inspiration 
for design ideation.  Having said that, further research should go into the elaboration 
of the subject.  
6.5 Epilogue: Transfer of Experience from People to Designers in Visual Forms 
User-generated photos are a free and accessible source of inspiring images. With the 
emergence of user-generated photos, the designers got the chance to see random 
people’s, possible future users’ visual expressions of their own experiences. User-
generated photos provide a transfer of knowledge and experience from the people to 
the designers. They help the designer to walk in the shoes of different people and 
experience the world through their perceptions. The workshop format proposed in 
this thesis affords utilizing these photos without requiring experience or special 
expertise and supports focusing on user’s perspective and supports generating user-
inspired ideas that will shape the further ideas, activities and research in the 
following steps of the design processes. Rapid insight extracted from browsing and 
interpreting user-generated photos according to pre-defined categories based on the 
objectives of the design project, supports idea generation and determining further 
paths.  
The workshop created an evocative visual environment for the designers. Retrieving 
and interpreting photos within a defined agenda encouraged and oriented the novice 
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designers to revisit their experiences and to make empathic inferences about users, 
comparing their past experiences with what they saw. The stimulated awareness 
about the users, the constructed subjective understanding of user’s experiences and 
environments supports idea generation and helps designers to detect design 
opportunities. The workshop format presented a framework to novice designers to 
create imaginative projections on possible users’ situations. Looking at other 
people’s photos enabled novice designers to follow the others’ gazes. Recreating 
user-generated photographs even provided a momentarily switch to take people’s 
roles and provided deeper understanding of the others’ gazes.  
This research has revealed that using subjective and visual sources for ideation in the 
early phases of user-centred design practices and the characteristics of user-generated 
photos with reference to their sources and retrieval strategies make user-generated 
photos an emerging and alternative source of images to be exploited and utilized for 
inspiration in design ideation. This thesis contributes to the design literature by 
presenting a theoretical framework to discuss the user-generated photos as a source 
of inspiration in design. This research also proposed a workshop format to utilize 
user-generated photos for design ideation in the context of concept design projects to 
be carried out with novice designers in academic settings. The author believes this 
thesis is an attempt of developing a structure to explore and utilize the user-generated 
photos for design ideation. Further research should be carried out especially in 
commercial settings with more experienced designers to fully explore the potential of 
user-generated photos and to develop a tool that can be used by designers. 
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APPENDIX C: Fifth workshop outcome template 
USER-GENERATED CONTENT FOR DESIGN IDEATION  
WORKSHOP OUTCOMES 
 
Name: 
Firm:  
 
1. Add the visuals that you have got inspiration and information from for your design 
ideation process. Write down briefly why you have found that visual relevant to your design 
ideation process.  
Add the images directly, with its source. Add the videos as links only. 
Check the example please and replace as appropriate 
 
This picture lets me think on how we make use of opportunities present in our immediate 
surroundings. 
www.id402inspirationimagebank.com/#123456 
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This piece of film shows me how teenagers use cell phones to communicate creative 
messages 
www.youtube.com/id402inspirationvideo  
 
2. Reviewed Project Statement: Present your Project statement again. If you made any 
changes after today, write down why you decided to change the certain parts 
 
3. Write down at least three concepts or possible design directions that you have generated 
that can lead into initial ideas. You can use the classification presented during the workshop  
to generate concepts in different sites (e.g.  Site of user, product or the firm) 
 
4. Based on what you have worked on with using images and videos, write down at least 
three directions for further research that can support your product proposals. 
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APPENDIX E: Fifth workshop sample participant presentation based on template 
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APPENDIX F: Sample designer presentation after fifth workshop design process 
 
 
 
 
Fifth workshop sample participant presentation based on template 
 
Sample designer presentation after fifth workshop design process 
Jeren Nadimi presented her final design work at the end of the semester, three 
months after the workshop. 
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APPENDIX G: Interview questions for workshops 3, 4, 5 and 6 
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APPENDIX H: Interview questions for workshop 7 
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